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Is it a bird ? Is it a plane? No! , \ ’ 
It’s Superman the game . 

Mastertronics Spellbound- * , 
Magical adventure at a budget price 

Ejektraglide - Racing into the future 
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U.S. Gold Limited, Unit 10, The Parkway Industrial Centre, 
Heneage Street, Birmingham B7 4LY. 



The return of the legendary crusader -skilfully fencing 
his way through twenty screens of mystery and danger! 

CASSETTE DISK 

Available for £Q 9“5 £ 1/1.95 

Commodore 64 & Atari IT 
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Elektraglide 10 

An In depth review of English Software’s superb 
new racing game. 

Assault on Aargon 

All the rules and counters you'll need to play 
fantastic free game. 

Superman 

You've read the comics, seen the films now i 
about the game. 

The Abbey of Satanic Evil 30 

Can you survive a visit to the Abbey in this 
month's “Heroic Warrior” adventure. 

Spellbound 56 

A superb arcade adventure for only £8.99! 



Fairytale Adventure / C64 80 

Krakatoa/ Spectrum 88 



Readers Club 8 

Join the thousands that have Joined our FI 

Elite Competition 21 

Win a copy of this fantastic game for your 
machine. 



Win a Roleplaying Same! 82 

85 copies of Corgi's Dragon Warriors roleplaying 
game up for grabs in our easy to ei ' 
competition. 
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Transmission 

Greetings earthlings. 



ed transmission .... 
galaxies f favourite 

the T resoue"of h those' of you 
suffering through 

Christmas who oan't get 
close to the television 
because the family are wat- 
ching a rerun of the Sound 
of Muslo. The answer is 
simple. Play a game of 
Assault on Aargon. 

It's a fantastic science 
fiction game for two 
players and its set on my 
own planet Aargon. you’ll 
find all the counters for the 
game inside the magazine 
as well as full playing in- 
structions. The .board i 
part of the great poster in 
eluded in this issue tha. 
also doubles as a calender 
to remind you when the 
next transmission of 
Gamer is in the shops. F 
month we’ll add ir — 

" 

charts that will allow you 
to play it solo. 

Also in this transmis- 
sion you’ll find in depth 
reviews of Superman — the 
game, a superb budget ar- 
cade adventure called Spell- 
bound and Elektragllde 



our incredl popular 
' 'Heroio Warrior' ’ adven- 
tures and all the latest 
news and reviews to guide 
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ments to your champ inbet- 

Jetbrix promises t 
an extremely ad-” 
game for the C16 in ouicu 
you must stop bricks lan- 
ding by shooting them as 
they fall from the top of the 

The game starts with the 
bricks six deep along the 
bottom and they musn’t get 
any higher. To help you. 

°an collect objects that 
fall with the bricks that can 
clear a single brick or an 
entire row. 

Finally Gremlin also 

plan the Amstrad v< — • ' 

. he Ru 

ne inspu-eu uy 
***° uuiu-up game Bank 
Panic) for Amstrad and 
8pectrum plus a C16 game 

called Kune-fn Kin 
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Ariolasoft’s 
Xmas goodies 



Firebird’s Art 
Studio 



SsISSS 

Called the Art Studio It 
is an loon driven utility 
which via pull down menus 
allows you to easily draw 
almost any shape on the 
screen. This can then be 
flipped, squashed 
ignifled, rotated, 



ma^nlfl 



.-d and copied around 
3 screen as well as col- 
oured in bewildering varie- 
ty of textures, colours and 
textured colours. 





slons will allow Spectrum QUIZ Time 
and Amstrad owners to en- 
joy the excellent Skyfox, as Three 



A Happy New 
Year to all our 
readers from all 
at Computer 
Gamer. 
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REfllTIMEr^; SOFTWARE 
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READERS 




ll-B 



A DD» eSS 



YOU BUY? 



DO YOU 



or *«■*■ 



Gamers’ Club 
Computer Gamer 
1 Golden Square 
London W1B 3AB. 
What do you get out of 
it? A FBEE news letter 
once a month with of- 
fers, club activities 
and news. Xhe chance 
to participate in the 
Gamer Club ratings 
scheme, this is a 
scheme where by per- 
forming various tasks 
a member can fill up 
his membership cards 
with the ratings 
(rather like 

Scout /Guide badges). 
On completion of all 
tasks the person is 
awarded the Master 
Gamer Award — and 
can be very proud of 
himself indeed. 




mind-boggling maze of caves, 



MESSIAH" written by Christian Urquhart 
and Mike Smith 

Christian Urquhart is also the author of 'Hunchback' 

& co-author ot Daley Thompson’s' Decathlon' 






pushed forwards all the 
time to keep the speed up. I 
don’t like this as It reduces 

gets very painful after a 
while If you are using the 
old style Atari stick with 
the pointed corners — 
perhaps English Software 
don 't use this type of stick? 
,sh I didn't. 

it the start of the game 
are In a tunnel, the ef- 

better at'the’end'of 
where you have to 
" 1 a longer tunnel 
level, the tunnel 



Electragllde Is the best road 
racing game that I have 
ever seen. This game Is 

truly brilliant, A *• T 

don't often use wit> 
but this gar 
ceptional. 

After waiting ; 
credibly long time 



Mike Roberts takes an in depth look 
at the racing game that’s on the road 
to success. 



game to 
greeted w 



which comprises a 



SKf 



the words Electra and 
Glide. After this is the op- 

SSSS2&1 d°” 

ferent steering envelopes. 
These envelopes change the 
weight and feel of the steer- 
ing. You also have the op- 

the game should take place. 
The ohoioes are America, 



Depending on tl 
you get a slightly 
track, with a diffe 



Australia 
easier, but 
only say that they are dif- 
ferent not that there is any 
difficulty change between 
countries. 

Changing betwee! 
displayed on the left of tffe 



with a small control panel 
showing time left and speed 
along with some pseudo 
Instruments that show 
flickering^shapes, as far^as 

no real purpose though 
they do seem to change 
along with various happen- 
ings on the track — though 
this may only be an effect. 



change — ie you still get 
snow capped mountains in 
Australia and Britain! 

The Initial impressioi 



Added to this is an alien 
-pace ship that flys 
overhead and drops great 
the road, very dif- 






your steering envelope. 1 
prefer steering envelope 
three, this means that you 



There is no score as 

only be measurefin how 
long you lasted, you start 
off with 80 seconds on the 
clook, and get a further 60 
seconds added on to your 
remaining time when you 
change to the next level. 



is Pole Position- 




o survive. Tl 




into the game. The screen is 
dominated by the view of 
the track in front of you, 



that float over the road, and 
the zig-zagging bouncing 
balls that charge down the 
road in the same way as the 
mysterious sphere In ‘The 
Prisoner' — all very eerie. 



may sound ob- 

vious, but the instructions - was calling 
don't tell you about it, and m ' 



needed to 
. _ _ mainly rely 

on a good memory, as at the 
speeds that the game goes 
at a map would be next to 
useless unless somebody 



— took . 

before I worked out where 
the brake is — maybe " 
just getting old! You 



The ol 



la track 



*o*those in ‘Star Rider’ r 



video disk game that had a 

— a — limited success In the ar- 

keep the Joystick cades. But, of course in 
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THREE NEW TITLES FROM 






SOFTWARE 



il/IITIIII! 



THE PROGRAMMERS OF STARSTRIKE 



mm 

Mitim 






In a 



Jovis Caan lead the people 
to the sky cities the domes 

" defence ring 

e old Aargonlan 

h one could com- 

d terrifying laser 
-s and produce deadly 
“ droids. But now 






Can five Aargonians stop the 
advance of an army of 2”t 

robots? You decide by 
playing our fantastic free 
game. 



the ancient 



play Assault 













s the 



the di 



deadly assault robots of the 
Darklord. Zaroc. 

They landed In the 
foothills that lie before the 
desert aB EeCaan found the 
secret panel that led to the 
is that burrow below 

n the controls that will 



As the Aargoniar 
celebrated their grei 
discovery Zaroc's forci 



destroyed the dome the rest 
of Aargon would quickly 
fall giving them an ex- 
cellent base to attack the 




Aargon^you 



of Gamer and 



set through ti 
can get the better. 

The poster shows part of 
the Aargonian landscape 
that lies around the Dome 



that He beneath. Stretching 



Befon 



, you 



should carefully i 
the two pages of game 
pieces from Gamer and 
stick them down firmly on 
card, for example an empty 
cereal packet. Then care- 
fully cut out the counters, 
craters and factory shapes 
Assault on Aargon. 
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Setting Up 

Before a game of Assault or 



before placing one of them 
In eaoh of the caverns leav- 
ing the one immediately 



3) Finally the whir 
counter Is placed c 
start position on the i 
of the poster. 

Playing the 
Game 



5) Aargonlans explore 

6) Aargonian defences 

7) Aargonian defences at- 
tach 

8) Aargonlans activate new 
defences 

9) Whirlwind moves. 

This is repeated until 
one player has won the 

The easiest way to learn 
how to play Assault on 

Therefore we’ve Uste<? each 
§elow so that you can find 
all you need to know as you 

K ' the game. We’ve also 
hllghted important 
keywords so that you can 

1) Robots move 

Zaroc begins the turn by 
moving any or all of his 
robots up to the maximum 
they’re allowed. For exam- 
ple M-l’s can move only 3 
squares but M-3’s and 
M-3’s can move up to 3 



£ only like 
and you 
i as an opposing 



2) Robots attack 

Any robots in a square next 

sloth or Indeed a droid 
tower, activated remote or 
the dome itself can attack. 

Any number of robots 
adjacent to the same object 

carry out the attack singly 
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If there aren't enough 
counters left to produce the 

production is allowed. 

An existing factory can 
attempt to improve its level 
and capacity by factorising. 

As mentioned earlier, this 
is a risky process that may 
result In the destruction of 
the factory. 

To find the result throw 
S dice and consult the fao- 
torlslng table. 

Whatever the result the 
factory cannot produce this 
turn. Each factory 
undergoing this process Is 
thrown for separately. 



4) Cavern 
critters 



move and attack with them. 
Like the Aargonians they 
can move through up to a 
oaverns but must stop If 
they meet one that is unex- 
plored. Critters must stop 
and attack any Aargonian 
that they meet although 

containing an Aargonian. 



3) Robots 
factorise 

Although intimidating the 
Initial robot assault force 
probably won't^be enough 

However Zaroc’s M-3 
e highly 
have the 
factories that can produce 
other robots In later turnB. 
These factories can Initially 
produce 1 M-l per turn 
however "factorising’' can 
Increase both the number 



5) Aargonians 
explore caverns 



The Aargonians can move 
up to 2 caves per turn but 
must stopat an unexplored 

occupied by a critter. After 
all the Aargonians f*--* 



invailed 



counters are revealed. 



the Aargonians attempt to 
remove It by throwing over 
the value with their attack 
dice. If they succeed the 
counter Is removed. If they 
fall the blockage remains 
and they can try again next 
turn. Nothing can pass a 
blocked cavern. 

If It's a cavern critter the 






ig everything in tl 
ivern. The counter is tl 

Finally, if It's a weai 
stem this Is left face uj 



6) Aargonian 
defence moves 



love If there is at la 
Aargonian In the ci 



Any droids, lavasnakes 
tnd sloths activated are 



7) Aargonian 
defence attacks 

Important — droids and 
remotes can only attack If 
there is at least one Aargo- 



tivated, can attack an; 
single target that lies 1: 
. front of it with 5 dice t 
destroy. Remotes are nc 



16 




M-2 Assault Robots 

8) Aargonians 
activate defences 






determine how man 
answer the call. These a] 
pear anywhere in tfc 
swamp region. 

The Aargonian ca 



. the control 
! up weapon 



;Vo^ 

sd by craters. Place 
itre of the crater cut- 



Ivated droid towers 



Sirus Whirlwind 



the i 



Irold 



collected explosive counter 
allows you to produce an 
explosive droid instead of a 
normal one. 

If there aren't any droid 
counters left then no droids 
are produced. 

If the lavasnakes are ac- 
tivated throw 2 dice and 
that many snakes come to 

anywhere in the volcanic 
region. 



wind. Two dice are thrown, 
1 by each player, to decide 
the path of the wind. The 
Aargonian throws for 



whioh surrounds the winds 
starting position and Zaroc 
throws for distance. The 
wind is moved the number 
of squares accordingly. For 
example if the Aargonian 



Factory Development Table 

1 1 I 2 I 3 I 4 I 5 I 6 

1 X 0 C L L L 

2 0 X 1 0 C L L 

3 C 0 X 0 CL 

4 L C 0 X PC 

5 L L I C 0 X 0 

6 1 c I L 1 L 1 c 1 0 | X~ 

0 = no development this turn. 

L = factory level increased by one. 

C = factory capacity Increased by one. 
x = factory explodes resulting in a crater. 
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The officially e idorsed version 
of the IMo.l a cade game by 



Continuing the challenge Available 
here Track and Field' left off. NOW 



Imagine Software 1 1 984| Limited-6 Central Street- Manchester- M2 5NS-Tel: 06 1 834 3939 




ELITE COMPETITION 







Is it a bird? Is it a plane? 
No it’s Superman the game. 
Eric Doyle dons his cape to 
investigate the game based 
on his childhood hero. 



quently. This one leads to 

passengeway is guarded by 
a kryptonlte launcher. As 

through the tunnel he must 
avoid the hall of green 
boulders and, at the same 
time, try to hit the launcher 

strikes are^made on^the 
launcher then Superman 



"STS? 



imensloniser 

screens, the onl^one^hich 
approaches a challenge is a 
battle against Darkseid’s 
fireball machine. Using his 
super-breath, our Super- 
hero must blow the 
fireballs back down each of 
the eight gun barrels 
without being hit himself. 
Success depends on the 
speed with which you can 
move into the path of a 
boulder and blow without 
being hit. As the number of 
fireball tubes decreases the 
harder this task becomes 
because the remaining 
tubes fire more frequently. 



;o force them u.. 

into his dungeon mines. 
Superman tries to guide 
them to safety using his 
heat vision whilst avoiding 
Darkseid’s ray, Arranged 



deflector shields which 
may be set to reflect either 
ray. The shields also serve 

22 







against Darkseid's laser 
Metropolis’ streets. This is 



n passages 

where Darkseid Is chasing 
Superman. Unbeknown to 
Darkseid, the super hero 
has set a few traps for the 
evil one and as Superman 
flies along dodging 
Darkseid's shots he trig- 



f the gameplay o 



differences 

within the range of 64s pro- 
duced over the years. Occa- 
sionally a piece of software 
shows these differences 
e blue 
V isibLe' S 
! good teature is that 
•o player game allows 

onent to control 

; of the action 
screens the control is 
limited in range. 

Beyond have built up a 
name for quality games but 
this one dents that reputa- 
tion in my ^opinion. If It 

hype surrouding the Super- 
man name In the same wag 

game, based on a ghost 
film, sold on the strength of 
excellent voice synthesis. 
PLANET RATINGS 






t uot»»J 





The Best Selling Spectrum Soccer Special 



Now Released On The 

AMSTRAD 6 BBC MICRO 



Ocean Software is available from selected branches ofi(J®g),WHSMITH 'JSSCSSSi.WOOlWOinU , LflSKYS , Rumbelows. 

Spectrum Shops and all good software dealers.Trade enquiries welcome. 



SPECTRUM 7.95 AMSTRAD S.95 RRC MICRO 9.95| 

Ocean Software • Ocean House • 6 Central Street • Manchester M2 5NS • Tel: 061-832 663: 





CLASSICS! 

You could win the 
adventure prize of a lifetime 
by entering our “design a 
trap” competition. 



transcrips __ 

with the suspects and ev 
a sample of the tablets tt 



Christmas. You could w... 
all five games by entering 
our easy to enter oompeti- 



■ Name 
| Address . . 
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ABBEY OF 



%J 

Simon Martin Clarke 
concludes the two 
part introduction to fantasy 
roleplaying games. 



what they are, how they 
originated, and how to play 
This month, we shall be 
looking at some of the more 
popular games available, 
and also at a few of the role* 

available. aldS “** 

What’s in a box? 

Rushing home from your 
local hobby shop, with 
your new FRP game under 
your arm. you would be 

somewhat disappointed 
with what you find inside. 



game. A basic FRP si 



probably c 
the followii 



adventure. 

Maps and diagrams — of 
;he area the FRP will be 
staged. ThiB could be a map 



of IMAGINATION. The aim 
of an FRP set is not to paint 
a picture of the game for 



a^inatior 






find this hard 





What game to 
start with? 



out In FBP. The answer, 
however. It totally down to 
• ' • 'ie best way toget 
1 playing FRP 



introduced to pis . 

Is to get Involved with 
group already playing it. 

There are literally hun- 
dreds of groups around the 
*-y playing FRP, Try 









paper 



’e available, like card- 
iard buildings, eto. They 
•e all helpful in laying-out 



-ward o: 

„_id floor). ._ 

denly and without 

ing, the Game Master 
places three figures in front 

— rtssss 

heartbeat sud- 
denly quickens 



Citadel Miniatures, 
Chewton Street, Hilltop, 
Eastwood, Nottingham 



ing Trolls, 






anotfier’ga 



then you must decide first 
on what kind of game you 
want to try — Soi-fl, Fan- 
tasy eto. A word of warning 
here; FRP Is in its early 
stages, quite easy to learn, 
but later on it oan get in- 
credibly complex. So make 
sure that your first game is 
a basic set — preferably one 
of the original and more 
popular games, like Rune- 



quest. I wot 



available, depicting almost 
every character you are 

— from a Robot to a walk- 
ing tree; a wizard to a giant 
timber wolf. My only com- 
plaint is that there are still 
a few characters that no- 
princess being P the first to 
spring to mind). 

Miniatures are available 

25mm, 25mm is the most 
popular, and the average 
price of one of these figures 
is 60p, Many people have 
made a hobby of collecting 
and painting miniatures 
(they oome unpainted). 



, Welcome to another Trolls 

hundreds of Tavern! u h 11 -1 



Christmas, and that you got 



postbag will ! 
flowing with 1 




UK). The original set 
contains the basic playing 
outlines, along with an 
adventure, and you can 
then buy further adven- 
tures, based on the James 
Bond films, like "Ooto- 
gussy" and Live & Let 

The little people! 

One thing that has no doubt 
intrigued non-FRP people is 
the tiny lead figures that 
seem to be so popular. 
These lead figures, called 
MINIATURES, are not vital 
to FRP playing, but many 
gamers find them useful 
(myself included). The 
miniatures are used almost 
like the counters in a game 
of Monopoly — they mark 
where you are presently 
standing. You will also find 
that other 'bits-and-pieces' 



be ignored. An FRP game is 
different from a computer 
adventure in that it is not a 
•one-pass' game, it oan be 
played over and over again, 
as the human element that 
it relies on so heavily en- 
sures that it changes con- 
stantly. An FRP game, 
which is totally dependent 
on the action and reactions 
of it's human players, is 
more challenging, enthrall- 
ing, exciting and unpredic- 
table than Its computerised 
brother oould ever hope to 
be. 

If. you 
adventurii 



lowing with help requests! 

This month sees the se- 
cond installment of the 
two-part feature on Fan- 
tasy Role Playing. FRP is 
certainly something that 
should be of interest to avid 
yourselves, so stay tu 
for more on this fasolna' 
hobby in future issues. 

The Troll’s 
Tavern Ques- 
tionaire 



Well, believe it 

is for your benefit, not 
ours. The only way that we 
you, our valued readers, 
exactly what you want it by 
you telling us what ^you 
comment — good^or 

i questionaire, 

then jot them down on 
another piece of paper. I 
shall be reading every ques- 
tionaire personally, so you 



“Treasure-Trap” 

Closed 



tioned Adventure Holiday 






computer as I 



try writing t_ 

below and asking for 
details of their games (don't 
forget to mention that you 



tention that Swordarch are I 
no longer trading, and the I 
directors of same have left. I 
leaving, I understand, I 
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none of our readers were 
Inconvenienced by the 

assure you I gave In good 



Chiselhurst Caves would 
like to point out that they 

with Swordarch, and that 
they cannot forward any 
mall addressed to that com- 
pany. They also point out 
that there are presently no 
plans to run other adven- 
ture holidays at their caves, 



for this month — bi 



ters, Helpline, Dungeon 
Dressing, Reviews, and our 
Heroic Warrior competition 



The Enoriptor 



£24.95. 

All Infocom adventures 
highly 



and available on disk for 
C64, Atari, Apple ^11, IBM, 




, PBM Update, Let- 



The Troll’s Tavern Questionaire 

Help us give you exactly what you want — just fill in a 
lage and return it to us ar 



which age group are you? Under 16/ 17-25/26-48/ 



Infocom Classics 



) What system! 

) What Is your 



Softsel and Infocom have 
teamed up to cut the price 
of 5 classic Infocom adven- 



Infocom’s games are 
widely regarded as the best 
price of Imported software 
has sadly kept them out of 
peoples collections. 



'Knlghtlore') reviewed In The Taver: 

(6) How often do you read the following adventure si 



Keith Campbell — C&VG 



Tony Bridge — Popular Computing Weekly Always/ 



Adventure section — Amstrad User Always/ 

Sometimes/Never 

The White Wizard — Zzap64 Always/Sometlmes/Never 



1-2-3-4-5-6-7-8-9-10 

(8) Should the Tavern be given more space? Yes/No 

(9) What should the average No of pages be each month? 






adventure from US Gold 



case by trailing one of his 
stooges to a seedy hotel 
which you hope will lead to 
further clues and a solution 
to the mystery and Intrigue 



Chit-Chat More/Same/Less 

News More/Same/Less 

Readers Letters More/Same/Less 

Hints and Tips More/Same/Less 

' ‘Heroic’ ' paper Sc pencil adventures More/Same/Less 
Play by Mall game articles More/Same/Less 

“Howto wrote adventures” articles More/Same/Less 






adventure will cost £14.95 



(11) Would you like to see the following In . 

Competitions Yes/No 

Reviews of “Adventure Holiday" centres Yes/No 

Articles and reviews of Fantasy Role Playing games 



Avalon Duet 

i Consultants have 



Yes/No 

Reviews of Fighting Fantasy type books Yes/No 

Reviews of other adventure related books Yes/No 
Adventure program listings (by readers) Yes/No 



released a twin cassette 
pack for Spectrum owners 
containing both Avalon and 
Its sequel Dragontoro for 

Soth games feature 30 
graphics and adventure 
style puzzles that need both 
your brain and Joystick to 



(13) Finally, would a large adventure section like the Troll’s 
’" buy /continue to bu^r Com- 



puter Gamer? 

— THANKS FOR YOUR HELP— 



Gamer, No 1 Golden 
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screen. 



The Standard 
by which others 
will be judged. 

This is Hardball from Accolade. The first in a new generation ot game 
software that sets the standard tor others to beat; it they dare! With 
graphics so large and lifelike and sound effects so real, you'll 
believe you really are at the ball park - yes, you can 
almost smell the hot-dogs! 

Sorry, we can’t supply the hot-dogs; you'll 
hove to bring your own -but everything 
else is here to recreate the 
atmosphere, tension and 
excitement of big time 
baseball on your 
own small 

















0 UE T II RE 

unim 



H 



grateful! it you could let me 
know what games you 
starters. I prefer text-only 
games, ana have a 48K 
Spectrum 4 , Thank you, 
Cambrldgshire 



■ 

Simon replies: Of course I 
can help, tht’s what I’m 
here for! to get out of the 
black maze, turn out your 
light, Smoking can be 
dlsadvatagous too. by the 
way, what does the 'Elite' 



MACBETH — 
Creative Sparks 



Dear Simon, 

Do you have any deal- 
ings with adventure books? 
I have got a few , but am not 
all that happy with them. I 
am looking for a book that 
goes into the solving of an 

Ing some’ of the other 
aspect^ ctf^adventures — le 



TEN LITTLE 
INDIANS — 
Adventure 
International 



Hints and Tips 
Adventure Quest 
— Level 9 



you will 

the help of the Unit 

give him the Orchid 
and he will help you, 
Keep a bottle of Water 
with you, as you will 
die without it when you 
try to cross the desert. 









to tall asleep n the Blue 
room, so go to the 
nearest source of fresh 



GHOST TOWN - 

Adventure 

International 



a good disguise. Look 
under the boards tor 
something to help KPT 
Uniform. 

2 Bo you have an I.D. do 
you? Great, but It 
won't be ot much help 
without a little work 

3 Smoking ^in bed is a 
disgusting habltl It can 
cause terrible stains! 

CASTLE OF 
RIDDLES — 
Acornsoft 



wave your hat at them 
and all will become 

Break a mirror — If 
you ’ ve got It all taped . 
When In the mine, don't 
use your Shovel unless 
your going to think In 
three dimensions . . . 

All musicians like some 
form of praise — even 



like scary stories, 
the black maze seems 
impossible to map. 
Why not have a smoke 
— ^perhaps something 

Giants have sensitive 
Remember, the only 
way to become worthy 
Is to have everything 
valuable, and don't 
that the exits 



EUREKA 






GOLDEN 
VOYAGE — 
Adventure 
International 

1 Criminal Instincts will I 
not get you anywhere I 
— try being nice and I 
actually PAYING for I 

2 Once you are at sea you I 
will need to find land - I 
so what do you think ■ 
you've got a telescope I 

(crow’s nest) for? 

3 Having trouble with ■ 

the guardian 8tatue? I I 
bet you'll be PUSHed I 
for what to do next. I 

4 win aU those stuck on ■ 
the steps with no ob- I 

kindly STEP OP. I 

5 One DIG is good, but ■ 
two Is better. 

6 A Passageway is what I 

K want — I Just I 
Y you 'll find one. I 



MADNESS & 
THE MINOTAUR 
— Dragon Data 



..ce, and always obey I 
The Hydra is a very dif- B 
flcult creature to kill. ■ 



little. 






sand "JUMP for my I 
love". You may wen see I 
the point If you follow I 
their example in many ■ 
of the locations. 

4 Use OKKAN to learn I 
the secret of the glow- I 

5 You need the Food' 



the third floor to elarn 
the first s^ieU. This Is 

the first floor whose 



OCEAN HUNT — 
Molimerx 






pear on the first 
AMINation. 

You really out to 
something with the : 

I ou know, 
aland Women 1 
Chocolate! 

SMLSffin' 

security office. 



t EX- 
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Ageing, losing his sight and panic stricken with overwork can Grumpy Gumphrey. the geriatric store 
detective, hold down his position in this department store fantasia. A kind assistant is needed to help 
round-up the thieves, cage the gorilla and tidy the warehouse. Would you fit the bill? 

AVAILABLE FROM ALL GOOD SOFTWARE STOCKISTS 

Gremlin Graphics Software Ltd., Alpha House. 10 Carver Street. Sheffield SI 4FS. Tel: (0742) 7S3423 







TOW MANY PRIMlI 
HAD THE LONG! I 

I»=| 

ipfJf&^fefi.Q.WHO I 



S MADE A COMPANION OF HONOUR IN 1966X1. WHICH IS A SERIES OF BOOKS 
:hool re aders. q. mi&vt R6te toiwTBRo«k^s SCHOOLDA YSX1. WHO wrote 
AND THE GOQ&aCASUALTIES OF PEACi'"WAS WRITTEN BY.Q.WHAT 

ED MAN AT ARMSIN EVELYN WAUGH'S TRILOG Y.Q. VWtQWAS DOSTOYEVSKY'S 
UNCE MYSHKfNXl.WHAT WAS THE LAST BOOK AGATHAfeHRISTIE WROTE XI. IN 

UNTRY YtfOULD YOU SPEND DRACHMAS.Q. WHAT WAS THBsEARLIER NAME OF 
IBABWE.Q IN WHICH YEAR DID ENGLAND WIN FOOTBALL'S WORLD 
CITY DOES THE RIVER SEINE RUN THROUGH.Q. WHAT NEWSPAPER WAS 
'THE THUNDERER'.Q. WHO BELIEVED THAT PEACE WAS ^ASSURED AT 

■ /RITTEN.Q WHOSE ALBUM OF 

IUMBER ONE WITH RED RED 
INGLES.Q WHAT GROUP WAS 
DID THE SOUNDTR, 
BtlSTERS.Q- WITH WHI 
'E STAR OF THEE AS 
V \.Q ERMINTRUDE it- 
IlE WITH NEWSROUND Q. 

T T O GOLD ON AN A^CHI 
e.q/how many PLAYERS I 
Is CHAMPIONSHIP J1.WI 
i.Q WHAT DO P LAVERS . 
/THE FIRST WINTER Q Y 
I ARE TERMS USE? 

» SCIENCE.Q WHIClfCO 

Sets the Adriatic and Ionian ; c .^any union republics m .. 

.S S.R.Q.THE TAJ MAHAL WAS BLillLT IN WHICH CENTURY.Q. WHERE IS THR'PARO 
ETIRO.Q. WHERE IS THE ARC >E TRIOMPHE. Q. IN WHICH CITY 
PERAHOUSE.Q.ON WHCH RIVER ARE THE 'THOUSAND ISLANDS' .Q.ST/GEO 
ItRON SAINT OF WHICH COUNTRY.Q.WHAT IS THE GAS IN FIZZY DR^'S.Q.HOW M 

Ian iceberg is below water.gLwhat was segovia.q. wherejs the larges 

Bw IN BRIT AIN. Q. WHAT IS THE HIGHEST MOUNTAIN IN THEWORLD.Q.WHO PAI 
jCTURES OF LANCASHIRE. Q.WHICH IS THE SMALLKT^PLANET IN THE S 
TEM.Q.WHO WROTE THE CREATION.Q.THE SYMPHONY FROM THE NEW WORLC 
TTEN BY. Q. WHO PAINTED IN TAHITI.Q.WHO WROT : GOD SAID, LET NEWTON BE 
WAS LIGHT'. Q. WHO DESIGNED CLIFTON SUSPENSION BRIDGE. Q.WH/ 

AEDIE FRANCAISE. Q. WHO DI D IN LONDON IN 
fVRTH. Q.WHAT NAME IS GIVEN TO YOUNG WH 
PTILE.Q.ON WHAT MIGHT YOU F ND A BARBULE.Q. 

|lMBOSTRATUS.Q. THE BOUNDARY BETWEEN DIFFER 
UCES THE LARGEST EGG.Q.WHAT BLOWS AT 
. IS. Q. WHO INVENTED VULCANISED 

RITHMS. Q.WHAT IS JAMES |WATT ASSOCIATE ! 

,«,.IT W£g6f^ ASSOCIATED 
ANSffi^^C* THE FIRST PHi 
W AMjCNlV 'wjJ&"W A S FRED AS| 
rCAURELOJ 



843.0. ABOUT HOW ( 
ALES. Q.WHAT IS THE I 
STRATUS, CIRI 
VSSES IS. Q.WH 
LEAST 74 MILES PER HO 
Q.WHO If 
WITH. Q. WILBUR 



£AM. Q.WHAT IS THE CORRECT NAME OF EGG PLANTS. Q.WH A‘ 




AMSTRAD 



M2 5NS Telephone: 061-832 1 



JUST YOU AND A CAR NAMED 
"KITT.” 



THE ULTIMATE DRIVING TE^ 

SPECTRUM 48K \ v A COMMODORE 64 



SPECTRUM 48K, I 












AD VENTURE 



ADVEAITVR 

R'E'M'E'M 



graphics). Unfortunately, 
the ''examine" command 
has been left out. If the 
writers of an adventure are 
goingto do thiBj then hey 

ject descriptions but this is 



nothing. 

S° rJ ‘ 



StoryUne 

Difficulty* 
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Storyline 
Atmosphere 
Difficulty 
Value for money 




nd 

do 

ill 

of 

T 




ADVENTURE 



released by CBS when they 
held the import license for 
- Now that ' 



Epyx. Now that has 
to US Gold, Asphai ht 






containing not o 
Temple of Asphai 



All three parts naturally 
use the same system which 
is known as the Dunjon- 
master. This controls the 
fortunes and misfortunes 
of your brave adventurer as 



The game begins in ye 
olde inn where you can 
barter for the weapons and 
armour and healing salves 
that will give you a fighting 
ohance of survival, Then 
it’s into the fray. 

You can enter any level 
of any dungeon though it’s 
a good idea to start at level 
1 until you get to grips with 
the controls. These are a 
mixture of Joystick 
movements and keyboard 
presses that allows your 
character to roam around 
the dungeons rooms and 
corridors, search for traps 
and Becret doors, pick-up 
and drop treasures as well 
as challenge monsters that 
you meet with a bewilder- 
ing array of cuts, thrusts 
and parries. 

The typical screen 
display shows you in the 
centre surrounded by a 3D 
representation of the rooms 
and corridors around you 
which are drawn as you 
move through the dungeon. 
To the right of this is a 
display which shows your 
current state of health, the 
weight of objects you are 
carrying as well as the 
number of arrows and heal- 

| Balves that you have 



worthless garbage, 
tunately before you can 
worry about this you will 
have to deal with countless 
critters ranging from 
ghouls to giant leeches. 

It’s worth remembering 
as you get hacked down by 
an impressive range of 
nasties that "It’s all good 
experience" and although 



■•>i 1 1 \ 



el 2 or perhaps 
g of one of 



sortie into one of the other 
dungeons. The Upper 
reaches of Asphai lies im- 
mediately above the Temple 
and includes 160 rooms ir 
eluding the innkeeper 
backyard. Here you will 
meet anythlng^from — * 

Finally as a rest from the 
deadly to the ridicul 

liaven in the Curse of 
where you will find 



am. 



Wcit: <w 



L. 








ADVENT UR 



visited had Frian Gor- 
bachetnlk exploding from 
eating one venslon burger 
too many. Later, I found a 



Strange thlngB are afoot 
in Sherwood Forest and 

Dorothy has 'U SSi 
on the Yellow Brick Road, 
Dr, Watson is found dead 
and there are Mafia connec- 
tions in the Smurphs 
village. Rumours have it 
that Hurn the Hunter (him 
with the deer’s head In the 
Robin of Sherwood TV 



Albino) and a cordless radio 
phone. The game Is in three 
parts and once, you can 
move freely between them 
by saving your current 
position to tape, loading ir 
the next part of the game 
and then reloading your 



saved 

you 






loratlon is c 
. visit i 
of ' 



without doing very much. 
This helps considerably as 
you try to find out what on 
earth you are supposed to 
be doing. You oan talk to 
the characters that you 
meet and ask them what 
they know about various 
things. X came a cropper 
when I asked the Mother 
Superior of the convent 
something. It was a silent 
Robin of Sherlock 1 l _ 
marvellous parody of Robin 
Hood and Sherlock Holmes 
stories and will give you 






1 



A whole new world awaits you and your 64. The world of 
Prestel, Micronet Viewfax. Homelink. Citiservice, etc This is the 
world of product reviews, mainframe games, home banking, 
business information, commodity futures, armchair shopping, real 
time conversation, electronic notice boards, helpful tips, ICPUG, 
news. Telex-link, Mailbox, Chatline. Gallery etc This is the world 
of telesoftware, with programmes to download into your 64 and 
save to disk or tape. Many telesoftware programmes are provided 
free of charge or at nominal cost 

Dialog with over 600 massive databases on call and almost 
unlimited information on just about any subject is accessible from 
your 64. together with BT Gold, Easylink. One to One etc., with 
electronic mail, business sen/ices and telex facilities. 

You can link to Bulletin Boards in your area for local news, club 
news, letters, jokes, poems, helpful bps, etc. It's a whole new 

Take the first step. Make a giant leap for your 64. Communicate 
with Modem House and you'll soon be talking to other '64 users, 
linking to other micros and swapping files, tips, programmes or just 
chatting. 

Modem House are the largest suppliers of Commodore 
communication equipment. We also supply complete systems for the 
Pet 2000, 3000, 4000 and 8000 series 




lolanthe 70 Longbrook St, Exeter EX4 



HOUSE 



The most popular 64 micropack in use today, will link you to 
Prestel, Micronet 800, Viewfax 258, Homelink, Farmlink, Citiservice, 
etc From Modem House, the complete system is on offer at the 
incredible price of £99.95 inc VAT, p & p. 

Optional terminal software to link you to BT Gold, Easylink. 
One to One, Dialog and Bulletin Boards is available at £29.95 inc 
VAT.p&p. 

Complete Commodore 64 micropack 

special price £99.95 inc VATp&p 

for a limited period only. 

Special, special offer, order your 64 micropack nowand 
get a FREE quarter'ssubscription to Micronet 800 and Viewfax 258 
IPrestel Microcomputing). 



70 longoraok Sc Exeter. Devon EX4 tAP Tet |03?2| 213355 1 

e Commodore 64 Micropack|s) £99.95 ear 

Optional Terminal Software E29S 



^ This offer applies only while stocks last cu6 ^ 





The Ultimate Games for the 

Commodore 64 



Sabre Wulf, Under wu ride and Nightshade are availableon theConmiodore 64 at £9 95inc.VAT 



firebird Software Wellington House Upper St martin's Lane London HC2H9DL 






Defend the spoils of the famous gold 
rush, guard the riches hidden behind the 
walls of the West Bank. Desperate characters 
plan and scheme their way to the gold, 
bloodthirsty gunmen try to blast their way to 
instant fortune but watch out for the innocent 
bystanders - a stray shot will harm your 
reputation for ever. Keep a keen eye on the 
horizon and your trigger finger poised for action - 
the law of the West is still the law of the gun. 



Gremlin Graphics Software Limited Alpha House. 10 Carver : 



t. Sheffield 



!l: (0742) 753423 





Dungeon 

Dressing 

by Gordon Hamlett ^ ^ 




ing that although they ra- 
cy the idea of writing a 
adventure and trying sorr 



to he the first ever do-it- 
yourself storyline kit. All 
you have to do Is pick one 
item at random from each 
of the eight lists and see 
how they fit together. If one 

mesh in with your plans, 
then^dlscard it and ohoose 

list X: Who Are You 

1. A peasant 

2. A schoolboy 

3. A sorceror's apprentice 

4. A barbarian 

5. A scholar 

6. A nobleman 

8. A blacksmith 

9. A thief 

10. A merchant 



key P 

To prove yourself worthy 

An old man tells you a 
To help your family 
You dig up an artefact 
Pure greed 

Your parents throw you 



3. To E 

fo r^ a powerful spell 

5. Expose a traitor 

6. To prove your innocence 

power of an object 
8, Kill a great enemy 




List 4: Friends That You 

1 The Arch-druid 
The Eagleman 
An old hermit 
The laughing gnome 
The Lady of the Lake 
The Dwarf King 
An outcast elf thief 

9. The Loremaster 

10. The Giant Longbone 

List S: Your Major Enemy 

1. The Blaok Priest 

2. The Master of the 
Undead 

3. A tribe of Hobgoblins 

4. The King of the Beggars 

5. The Witch of the Lesser 
Caverns 

6. The King’s younger 
brother 

7. A huge red dragon 

8. The Pour Elementals 

9. The Mad Monk 

10. The Thieves Guild 

List 6: Where You Have To 

Go 

1 . The Forest of Illusion 

2. The Well of Lost Souls 

3. Your ancestor's burial 
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We deal exclusively with the Einstein. 
Our selection of Leisure Software 
will keep even the Keenest Games 
Player Happy!! 

For our Fully Comprehensive price 
list please write to the above address 
or phone 01 595 9938. 

BSS... where service comes first... 



BINDERS! 

FOR YOUR VALUABLE 
COLLECTION OF 
COMPUTER GAMER Am 
MAGAZINES ! 1"= 

SMART EASY TO USE 
TOP QUALITY 



UnitSoft 



Computer Ga 






IS 



If you've followed our Play 
by mall series from the 
I start or just started reading 
Gamer here's your chance 
to try an exciting new hob- 
by for only a £ 1 . 

What are PBM 
games? 



If games a 
Is games tl 



adventure 

players spread throughout 
the country, if not the 
world. 

Every month each 
player send their orders to 
central Games Master (GM) 
who processes the turn and 
sends out game reports to 

.11 n.. piayerc 



The games thi 
ossible using this 
.re as varied as th 



a that n 



the ci 



range from tribe based, 
fantasy adventures to 
galaxies full of aliens. 

Although extremely en- 
joyable. PBM games can be 
a little expensive with 
“ le for the 




Start the New Year by playing a PBM 
game. Computer Gamer and KJC 
games offer you the chance to try one 
for only a £1. 






games and Gamer have 
teamed up to offer you the 
chance to try a PBM game 
for a fraction of the normal 
16 game in question is 
you as a gangland boss try- 
ing to get control of an 
American city. Unfor- 
tunately about 500 other 
losses have the same plan 
io you'll soon find a need 



your first 2 turns. Plus it 
you’re one of the first 500 
to take advantage of this 
fantastio offer you'll get an 
2 free turns. That’s a 
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Now you've read our two 
part article on roleplaying 
games here’s your chance 
to try this exciting hobby 
by winning a copy of 
Dragon Warriors. 

The three books that 
form Corgi's roleplaying 
system guide you step by 
step through setting up and 
playing a game of Dragon 
Warriors. The first book 
gives you the essentials for 
starting a game including 
creating your character, 



magioians, spells and 

game s well as two more 
adventure scenarios. 

Finally "The Eleven 
Crystals' Includes four 

treasure to extend the game 



fantastic world of roleplay 
adventuring by entering 
our easy to enter 
competition. 




THE COUNTDOWN HAS BEGUN 












i 

_i 




~$GLADIATOR$~ 



Spectrum 48K at £8.95 

Choose from 
45 weapons and 
fight for your freedom 




DOMARK 



Address _J 




Write enclosing £X.*>5 (me. p+p) to 
204 Worple Road, London SW20 8PN 
or telephone with your credit 
card number on 01-947 5624. 





ADVENTURE 
IN ..." 



SPECTRUM 48K 
AMSTRAD 464 



£ 7.95 



"...THE FU 
YOU' 



O 

GARGOYLE 
SPECIAL EDITION 












SPELLBOUND 

Spellbound is an arcade adventure 
featuring window menus and superb 
animation all for only £2.99! Sony 
Hetherngton is captures by the magic 
of this budget gem. 



Problems, 

problems 

As with more orthodox i 

are solved by using objects 
that are scattered 
throughout the castle. I 
Unfortunately these 
aren't particularly easy to 
find. Some are obvious as 
they are left in plain view 

the background but the 
really Important ones seem 
to be in the possession of 
the games other characters 
or just beyond your grasp. 

Luckily the game is 
literally littered with hints 
and tips. These range from 
talkative characters to ob- 
jects with messages scribbl- 
ed on them. There's even a 
book of instructions with 
how to play the game 
A particular good sc 

vides Invaluable informa- 
tion as long as you can 
decipher what he says, find 
the objects he refers to anc 
find him in the first plaoe. 

to blow myself up while 
misinterpreting * 



it a spell to make his rice 
pudding taste nicer he got 
his Just desserts. 

He was transported to 
the mythical oastle of Kahn 

HE-„““5FS>3 , o,‘ 

tunately he took you and 
seven other characters with 
him and it's your job as the 
Magic Knight to save the 
day. The resulting arcade 



By selecting "pickup" 
from the main menu I that 
also contains drop, ex- 
add the key to your inven- 
f’urther investigations 
reveal that the key is in fact 
a teleport key and that 
"Teleport" has appeared as 



Getting started 

You begin your quest on 
the third of the oastles 
seven floors in a room 
logically called "the start 
room". Like the rest of the 
castle the room is il- 
lustrated beautifully this 



a glowing bottle pro- 
vides a temporary answer 
and this will guide you to 
the lift. 

The lift is a good base to 
work from and is a useful 

you can only hold B at any 
° n callllft and Move lift will 
menu v.-hich allows you to 



e of his 

Clues can also be found 
about the characters that 
you also have to save. Hot 
only the objects that they 
oarry but also the ones they 

rent state of health 
happiness. This 

va?ues including strength, 
reaches zero 



i 

F 





Winning ways 



adventure. It Isn’t Just a 



les a good bas 

work from particularly 
leave the teleport pa 
ire you go to when yo 
the teleport key) l 
This means that yo 



Just a can qulokly return to b 
timing after exploring seve 
, »*•—-. screens worth of o*~ 
Thls Is particularly it 
tant as it Is vital to conserve 
your energy whenever 



The result is not only 
must you attempt to solve 
the games logic problems 
you have to keep all the 
characters going — and 
that Includes yourself! 

Unfortunately you can't 
Just order yourself to eat 
he happy and so your 
- in exhaus- 



Windimation 

Spellbound Introduces 
system combin 
menus and 



need or by pressing a single 
key. (For example P for 
pickup or S to oast a spell). 

Selecting some com- 
mands such as Drop, Ex- 
amine or Cast leads you to a 
submenu. Drop lists the ob- 
jects in your inventory, 
a list of spells. Ex- 

. gives you the option 

of looking at an object, one 
of the other characters or 
yourself which in turn 
leads to the appropriate 

As you move through the 
menus your command is 
— j lt t}le bottom of the 



The system is easy to use 
id undoubtedly speeds up 
the action. For example the 
oommand "Give the tele- 
port pad to Florin the 
dwarf” only takes four key 



Naturally you should 
ixamlne and read anything 
ind everything to colleot as 
nuoh information as possi- 
ble that may provide the 

>r so problems that you 
nust Juggle at once. 
Unfortunately you must 



frustrating 
character p— 

you find tl _ „ 

particularly tricky pro- 

Therefore you should do 
jour rounds^ not ^only^ to 



n all healthy b 

—Jht glean some 

useful leads. Sending them 
to sleep (If they’ll take any 
notice of you) will slow 



nay provide 
- — -o their pur- 

pose. For example Samson 
the Strong is fairly obvious 
but what about Florin the 
Dwarf, Orik the Cleric, 
Thor, Lady Rosmar and 
Banshee and Glmbal 
himself? 



This doesn’t help you 
solve the game, for as with 
computers themselves, it 
only allows you to make 
jrour mistakes more quick - 
Moving our hero around 
the castle is sensibly left to 
standard aroade adventure 
joystick or keyboard con- 
trol. Consequently he can 
through the P castle at break 
neck speed only pausing to 
rummage through his 
menus when required. 



in mm 



challenge even the hi....... 

ed ’’text-only” freak. The 
puzzles it poses are both 
logical yet their solutions 
remain painfully elusive 
until you've found all the 
Windimation it 

panic level without ' "losing 
any detail. The menus are 
clear and any mistakes are 
easily rectified. 



s easy t< 



A 



The one major omission 
which all adventurers will 
curse is the lack of a save 
game facility. This means 
away from completing the 
game and Thor pops his 
clogs your quest is over and 
you have to start all over 
again. But what do you ex- 
peat for only £2.99? 

Spellbound would be a 
good buy at £9.99, 1 would 
even recommend it if it cost 
around £15 but since it is 
only £2.99 — need I say 
more. Buy a Copy im- 
mediately before Master- 



FLANET RATINGS 
Originality • 

Graphics 

Use of machine * 

Value for money » 



STAR RATING 



hi 






5c> 



The Sinclair Story 
Rodney Dale 
£9.95 
Duckworth 

I Everyone has heard of Clive 
I Sinclair, and despite the 
I bad press he’s had recently 

C y's financial problems. 
Is still one of the great 
I figureheads of the micro- 
I computing world. 

I Everyone knows what a 
I Spectrum looks — — 4 



doesn't this sound rat&er 
familiar? 

"Many of you ' 



favourable; for 



fulfilled 



Sinclair was selling way 
back In 19781 

On the other hand, there 

dous drlve| n fnltlative and 
invention of this self-made 
man. He started his own 
company at 88, with little 
previous experience, and 
within four years had built 
up sales of £100.000. He 



Programming on 
the Amstrad CPC 
464 & 664 
Steve Lucas 
£7.95 

Argus Books 

Well, we had to review ai 
Amstrad book, didn't we, 
since around 50 per cent d 
all new titles being publish, 
ed at the moment seem to 
be for the 464 and the 664! 

This book is publist 
by Argus Books, sister co 
pany of the publishers a 
Computer Gamer. It's aim 

ed mainly at people 

reasonable knowlec 
Amstrad BASIC a 
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CO 



BOOKS 




lor'^xamp]" 6 h" g ® neraL 



the importance of planning 

4_ -j — a p enci j 

1 he il- 
3 design 






and paper, 
lustrates how 
flow charts ant 
the logical 
which to code. 

Three adventures are in- 
cluded, serving both as il- 
lustrations of the author’s 
programming advice and 
also as games in their own 
right. The Wizard's Quest is 



^traditional, text t 
game; Snow White is bi 
on the traditional fairy 



inly 



has an easily readable 
style, and many Amstrad 
owners should find it 
worth looking at. 

Microcomputer 
Game Design 
Michael Rigg 
£6.95 

Sigma Press 

Here's another book on 
' ow to write games, but it's 
Jghtly different in that it 
is not machine-specific. The 
8pectrum is mentioned 
quite a lot and the author 



will be welcomed t 



t begin- 
Just be 
J then 



Everything 1 






carefully proach is 



e^wlth this ap- 



it the te 



book with an eye-ct 



clearly from the text when 
keying in, the workings of 
each routine are explained 
immediately afterwards 
and this is followed by a 
line-by-line breakdown of 
the logic. 

T "~ - nicely produced 

etching 

-tylish 

graphics design and ' 



o be obvious padding 
but enough to give the, feel 
of a subject which is, after 
all, very visual. Unfor- 
tunately the dot matrix 



copy the printing was a bit 
There is a lot packed into 
this book. The author ob- 
viously knows his stuff, 



be very general ar 

a danger that in trying to be 
all things to all men (or 
women!) it may end up be- 
ing a bit too woolly to be of 
particular use to anyone. 

The idea is that the 
author explores the 
theories of writing games 
programs with a view to 
enabling people to then ap- 
ply the principles to their 
own situation. So far, so 
good, but I wonder how 
would find extracts from 
the "Newsletter of the 
Association 
Psychology 
Psychiatry", dlseusslo 
the theories of Piaget 
explorations of the w< 
world’s manipulation of 
the visual image! 



d Prolog, followed 



Child 
and 
discussions of 
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. a short introduction t< 
machine code. 

Eventually we get on to 
programming games, and 
the next chapters discuss I 
the principles of sound and 



routines given ii 

The trouble is that of 
course there is a big dif- 
ference between the ways 
you handle sound and I 
graphics using the BASICS I 
of, say, the Commodore 64 I 
and the BBC Micro. I 
However, once you have got I 
the idea you should be able I 
to adapt it to your own pur- I 
One complete listing is I 
supplied at the back . This is I 
the skeleton of a quiz game I 
that can be built up to any I 



implexity tl 



develop il . 
chapter 2. 

As a broad introduction 
to the subject the book 
serves a purpose. But there 1 
is not a lot of meat in it and I 
there are plenty of more | 
useful books on this I 
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mat&r. These involve juggl- 
ing the various objects that 

E will find which will 
to more objects and 

into other duzs 

; will 

w»ae me some Lime to solve 
all the problems and I fear 
that the beautiful Senorlta 
will have died of old age by 
the time I finally get to her. 

A superb game that will 
appeal to all 
swashbuoklers. 



RE-VIEWS 



Revs is the ultimate For- 
mula three racng game, 
more of a simulator than a 
game. It was written by 
Geoffrey Crammond — who 






- is as near perfect as it is 
possible to be. The tracks 
(Brands Hatch and Silver- 
stone) are perfectly propor- 
unnort the bends and 
"x It is difficult 
— just how real 
is until you have 
circuit for real. ' 

c- — ugh the Brani 

Hatch racing school up 



It actually ii 



The Aoorn documenta- 
tion is very good, though I 
think that the changes for 
the C64 could have been a 
bit better, especially the 
screen shots that are ob- 
viously from the BBC. The 
Brands hatch section has a 
bit of a 'tacked on’ look as 
the BBC version only 



In all the package is 
brilliant and a must for any 
computer racing fan. My 
only complaint is about the 
control methods — which 

people will manage. MR 
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floes seem a bit off to nave 
nice — undamaged — 

complete with ' 
; pools, to line the ? 



SB v X 



that X have come across in a 
long time. With^ most 

short length of time you get 
the hang of It. Playing 
almost every different 
game that oomes out gives 

- bit of an advantage 

nost people. Not so 
’he Last V8, it took 

hour and a half of 

solid playing plus a few 
rests to nurse my tortured 
wrists, before I even com- 
pleted the first level. 



talk about the 

nuclear winter, which Is 
only caused by the dirty 
bombs and not the EE type. 
Ho hum, back to the plot. 

~ so inside your under- 
d base, you no longer 
le threat of the bomb, 
;h there are hazards of 
kind. You have 
to drive your car through 
numerous undergrour ■* 
srns to get back to yo 
base. I think that this i! 
bit of a map making game, 
as you have.to plot a way 
through without going into 
any of the radiated zones. 
Do this and you shields 
' det . _ 

„ . _ Skilled. Vhat hap : 

pens after this I don’t ki 

as I always seen to 
when I get to l.S Km tc „ . 
I’ll tell you what happens 
when I finish the game in 
next months hints section, 
because this game is going 



pound 



loader loading sere 
sneech synthesis 



The speech synthesis is 
very good, though it took a 
few goes before I realised 
what “Avoid radiation 
zones" meant on section 
two. The music is extreme- 



atomic bombs that go off 
from time to time is about 
to blow ' ‘V8 return to base' ' 
says the beautifully (soft- 
ware) synthesised — 



from nukes etc?), of course 
driving into anything 
results in your — 



After a 2.S Km trip .you 
find the lift down to your 
underground cavern. 

At this point, I wc 
graphics of section < 



H3H t i 

Remember Castle Quest? 
Yes, good, because Citadel 
is everything that Castle 

m °Th'e a format of the game 
Is from screen to screen 
with horrible nasties, and 
obstacles everywhere. Your 
little man can move in four 
"paction key 
.t — ’ 

but Is mainly reserved for 
lumping. Three different 
key layouts are provided, 
along with a Joystick op- 
tion. This initial seotlon 
also has a demo of the for- 
thcoming Speeoh! program 
from Superior Software, a 
software speeoh system. 
This announces 'Suoerior 
Software Presents C 

“IK*, M 



j around 

s and dozens of 
puzzles to solve In a similar 
manner to Castle Quest. I 
can’t help comparng It to 
Castle Quest, because they 
are so similar in some 
ways, but they are really 
two completely different 
games, because Citadel is so 
much more complex and 
better. 

The object of the game is 
to get a set of crystals, use a 
telesport in the citadel, go 



to the bad guy's planet, and 
return — destroying his 
evil works. Got all that? 
Good, because there's 
more, as a sideline Superior 
are offering S200 for the 
first person to score a max 
imum ^of J59 DOints, anc 
who reveals the locaton ol 
two of three secret crowns 
that have been hidden li 

On top of all this you 
have to watch your er-" "" 

or try to find some 

secreted in little flaskes all 
over the castle. 

The problems range 
from the simple, how • J ~ T 
bounoe over there, t 
complex use of a number of 
• it objects. 

This game Is extremely 

f lood, the speech gives 
oader a nice feel, and 



more memory for 
game). The graphics 
very good and the an 
tion is fairly smooth. Well 
worth the cash. 









RENEWS 



SB T 1 



chalk and 1 

background to this 
desperate tale of Eric’s race 
to get his school report 
before the headmaster sc'- 



boys’ school but he must do 
extraordinary things If his 
mission Is to succeed. First, 
he must set all the school 
s flashing to dazzle 

ichers w 1 -- 

disclose their 
of the combination whlc 
opens the school safe. The 

report from the safe ar 
stop all the shields fi 
flashing ‘ 



ihaves. More 
lines for Eric! There Is also 
sohool bully, hit him If 
>u dare. 

aotivity Eric ’ssfs' all 
the shields. When this Is 
done he must knock down 
each teacher In turn to get 
the combination. The 
history master Is a dodder- 
ing old fool who can only 
remember his name If he 
sees his birthdate written 
on a blackboard. Being 
hundreds of years old, he 
was born In the year of a 
famous battle, the Battle of 
Hastings for example. If 
you pay attention during 



while addition to anyone’s 
collection. ED 

PLANET RATINGS 

Originality ••••• 

Graphics •••■ 

Use of maohlne • •• 
Value for money ** 0 » 




When you realise that 
some of the shields are too 
high for Eric to reach, even 
when he Jumps, the horror 
of his predicamen t becomes 
obvious. The only way to 
reach the shields Is by 
knocking down one of his 
fellow pupils to stand on or 
by knooking down a 
master and bouncing a 
pellet from his trusty 
catapult off the teachers 
head. It’s bad enough If one 
of the masters catches him 
doing his Impersonation of 
- kangaroo let alone these 



t clean blackboard ai 



given that the head's letter 
always comes first, Each 
flaekboard, then Eric must 
run to the staffroom to 
1 try the safe 









£g“ 



from anothei 
boy’s catapult or If he Is 
found wandering about 
when he should be having 

The sohool day consists 
of short lessons and long 
playtimes. The sohool Bwot 
1 b In Eric’s class so he can 



tlon is found. 

The sohool is a veritable 
ant’s nest of activity and 
the graphics are very well 
done, If lacking In a range 
of colours. The sohool 




scape, the Island battle 

plex and the pitch black 
nlghtfllght. 

With each new level 
comes new and more terri- 
fying craft. The second 
level has flying saucers 
which will hound you and 
fire homing missiles which 
you oan only try to out- 
manoeuvre. Level three has 
large mother ships which 
take ten direct hits to 
destroy and they too fire 
| — - deadly 




Before we go any further 
the game Is oalled "zed” 
not zee”. Having cleared 
that up I can go on with a 
clear conscience. Z owes a 
lot to Time Pilot but is dif- 
ferent enough not to let 



transporter, you w 
tually meet one of the two 
screens In which the alien 
control ship will eventually 



reminiscent of Hewson’f 
Paradrold graphics, wave 
of alien fighters 






if energy, pearance. 



hip your energy le 
ntll you can take i 



your Bhip disinte- 
The aliens come In waves 
of about twenty at a time 
— t for eaoh ten you 

pears. Blasting the unit 

— i - oapaujg which 

sen persue and 
capture. This gives a nioe 
fat bonus score and also an 
mergy bomb. 

Bomewhere In the alien 
iomplex is a transporter 
mlt with a surrounding 
force barrier through 
which you can blast holes 



The screen described in 
the text as the final screen 
is a nlghtfllght which In- 
corporates all of the alien 
craft on a pitch black 
screen which lights up 
when you are hit to reveal 
the Island battle zone land- 
scape. Successfully 
destroying the control ship 
", appears takes you 
the first level but at 
r difficulty level. 

..... game is fast moving 
and kept me on my toes. As 
-- -npretentlous zap-em- 



when It 












counted at least six: the 
complex, countryside 
3 zone, lunar land- 



up It 

the graphics give 
dimensions. 

PLANET EATINGS 
Originality 
Graphics 
Use of maohlne 
Value for money 



ED 



0 



meaning tc 

I would strongly recom- 
mend this game as a worth- 



T(y> 
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__ ir Originality 

Desert Fox is nowhere near Graphics 

• " - ‘ Personally X * 

y Impressed 
i gameplay though 
the graphics are very well 
done indeed. 3Q 



is challenging. F 






planes s 
hitting a 



straight canyon blasting 
mortar as you go until you 
reach the end. This is a 
rather boring phase and I 

j 

ble. 

Convoy attacks c 
useful if you win the 
One of your supply cc 

aircraft which ai . 
being attacked by spitfires. 
Shooting down enemy 

scores points but 

a spitfire loses you 
inree times this amount. 
Scoring L . .. . 
amount determined by the 
level of play allows you to 
buy time for a preselected 

There are day, night, 
dusk and dawn sequences 
running through the game. 
The enemy are easily spot- 
ted in the day but as night 
falls they blend more with 
the background and 
become difficult to see. 

Rommel will hunt you 
down as you travel and if 

K meet him pray that you 
e taken little damage. 
His tank takes eight hits 
before it is destroyed a~ J 
his driver goes^Uke^ 
awaits the victor of tl 
duel but few heroes si 



y T £> 



game. Death comes swil 

When the amulet is once I 
again made whole you can I 
pass the entrance gate to I 
freedom, if you can find it I 
before you are killed. 

The game is a fairly o: 
dinary but fast maze pn 
gram and only persever- I 



E3 PB i A 



a 



I 




[mil ? X 



In the official version of the 
arcade game of the same 
name you are Super Joe 
whose mission is to destroy 
the advancing rebel forces. 
Armed only with a M60 
grenades you storm the 
first of ten levels. 

You will have to be quick 
on the fire button as the 
enemy are lying in wait in 
dugouts, behind sandbags 
ana in outposts ready to 
hurl bullet’s grenades and 
shells at you. 

Luckily you can add to 
your depleting grenade 
stock from each defeated 
outpost. 

Bonus points can be 
scored by shooting two 
guards that are escorting 
one of your comrades (I 
always manage to shoot my 
man) and by grenadlng 
various helpless people on 
motor bikes (very rewar- 
ding). 

The 64 version is ex- 
cellent with superb 
graphics and a stirring 



original. Obviousli 
Spectru — 



I have seen better Spectrum 
conversions of games from 
US Gold, Gremlin Graphics 
and Melbourne House. 




£3 51 ff X 

The Panzadrome is an 
island packed full of 
vloious robot tanks. Your 
mission is to destroy it. Un- 
fortunately you begin your 
mission outnumbered by 
over 200-1 and definitely 
outgunned. 

You start at one of the 
islands factories that are 
spread throughout the 
landscape and are essential 
to your success in the game 
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Bouncing a giant tennis 
ball along a path hundreds 
of feet above ground level 

citing scenario but Bounder 
a ridiculously addictive 



_.i of bouncing t 
le grey paving biajuvs <uiu 
jumping over or around 
any obstacles. However its 
almost impossible to do and 
therefore incredibly 
frustrating which compels 
you to have "Just one more 
go.” 

” — r problems are ag- 
„ id by the weird and 
wonderful s' 



At the end of a 



there’s always a 

get the jumps to get t 
bonuses you have to ri 
the question marks on t 

Ten levels of "fun” I 



PLANET RATINGS 



you or impassible walls tc 
trap you and a fiendisf 
range of deadly traps 
These are laid under stones 
arked with giant questior 



Use of machine 



STAR RATING 



Fight your way through 
to a second factory and you 
might find a mortar attach- 
ment, turret mine layer or 
perhaps a polycrete module 



s that a 



d through. 

Is relaxing ml 



i after yc 



PLANET RATINGS 



Use of machine 



v pep- 



pering the island. This may 
seem a little strange as 
your supposed to be 
destroying the island but a 
crater always seems to 
block the path you want to 
use. If such a departure 
from the normal mindless 
destruction makes you feel 
uneasy, you can always 
shoot up the path and the 



0 



67 






support and probably 
the battle. 

Varying the landing site 
and the level of difficulty (1 
to S) will challenge avid 
wargamers for months. TH 

PLANET RATINGS 



e 'HMS Sheffield 
hit — she sinks" appears 
on the screen. Having said 
that It Is an excellent game. 

The game is almost ex- 
clusively based on the Nor- 
thern part of East Falkland 
and simulates the problems 
facing the British (you) 
when trying to retake the 
islands from the Argenti- 



when you have ti 
how many ships to use as 
troop carriers and gun- 
ships and how many to 
leave defending the fleet 
from Argentinian ^alr at- 

mjlntea 18 including S San 

Carlos Bay. Your objective 
is to liberate (pass through) 
ten major towns including 
Port Stanley. Your task Is 



spent on the game will 
enlighten me. 

The graphics are quite 
interesting. They're a sort 
of combination of gothic 
architecture and high-tech 
spacecraft, reminiscent of 
the H.R. Giger designs used 
in the film Allen, and must 
have taken a lot of work to 
get them looking just right. 

The playing area is con- 
fusing as the sections of the 
maze don't always appear 
to be connected in a logical 
(and mappable) sequence. 
I'm not really sure what to 
make of this game. It's 

S ' eric, mainly 
style of the 
graphics, but It does all 
seem to be rather obscure. 
Or perhaps I'm Just thick. 
Still, It seems well worth 
the price, and perhaps that 
very obscurity will prove a 
challenge and ensure that 
the game provides many 
hours of playing time. SD 
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lined up ^for the crucial 

that home In on you so 
quiokly that you are forced 
to blunder ahead at full 
Bpeedor ^^^feature 
rather frustrating and was 
tempted to give up on the 
game quite quickly, but 
fortunately the game has 
one additional feature that 
makes it both a better game 
and good value for money. 

Has a built In screen editor 
that allows you to 



pleted it once, and, when 
compared to games like 
Lode Runner, which had a 
similar editing facility but ' 
which cost three or four 
times as much, Caves of 
Doom Is very good value for 
money. SD 




like nothing I have met 
before. The text is fixed and 
it is a case of following a 
fixed sequence of events or 
your mission will fail. 

To help you make your 
choices there are three 
sprites who each offer a 
course of aotion. You simp- 
ly seleot the sprite whose 
advise you want to follow 
and hope that your choice 
is oorrect. 

The object of the game is 
to recapture Fort Snake 
from Big Nose Bill and his 
gang, taking in the rodeo 
on the way, being kind to 
the Indians and conserving 
your energy for the big bat- 

The game 1 
parts and if sue 

achieved in the 

you must oomplete the 
earlier ones and note the 
password you are given. If 
you want to see all the parts 
you can load them at any 
time but you will not be 
able to complete them. 

The game Is infuriating 
to play because you get 

very lit 1 ’- “ — 

well yc 



becomes a 



i affair. For 






the beginning of the game 
that a stagecoach soon puts 
in an appearance but to 
catch it you have to per- 
form some unusual feats to 
get the gold to pay your fare 
and then reach the correct 
boarding point. 

By far the best feature of 
the game is the animation 
of the little sprite creatures 
who noiselessly mouth the 
words of their advioe while 
moving their hands around 
expressively. It’s a pity 
that the rest of the game 
does not live up to this stan- 
dard. 

The game is yet another 
Hungarian production 
from Andromeda and their 
distinctive graphic style 
shows through but the 




PLANET RATINGS 



Originality 

Graphlos 

Value for money 
STAR RATING 
White Dwarf 




0 
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Supplier: Insight 



Computer: Amstrad & Spectrum (same 

tape) 

Price: £7.95 



53 v £ 

Remember a game called 
Space Firebird? Well play- 
ing this game will remind 
you of it as it is a straight 
(unllBenoed!) copy of the 
You control a spaceship 
that has to destroy the 
marauding aliens. These 

screen In standard swoop- 
ing, circling galaxlan 
fashion and you can zap 
them with your laser gun. 
Alternatively, once a round 
you can turn on your 
shields and fly up the 
screen — destroying every- 
thing that you touch. 

Insight are the company 
that produced Subterra- 

a very good game, Space 



Firebird was also a very 
good game (four years ago) 
and I enjoyed playing this 
fairly accurate copy, but at 
£7.95 I could think of bet- 
ter things to do with my 
money. As an Interesting 
sideline, the cassette has 
the Amstrad and Sinclair 
versions on the same tape, 
A good game, but after see- 
ing Mastertronlc's latest 
release for the Spectrum, 
‘ he eight quid odd price 



tag for t 
think . . 



PLANET RATINGS 
Originality 
Use of machine 
Value for money 
STAR RATING 



MR 



0 




Rockman was going to be a 
particularly good game, but 
after a few attempts It turn- 

games that is simple, yet 
curiously addictive. 

The format of the game 
Is quite old fashioned, a 
cross between Rockford’s 



Riot and the Digger type 
game. You control a small 
mole-like figure who must 
find his way around 
various screens In order to 
collect mushrooms to feed 
on. The layout of the 
screens consists of plat- 
forms and ledges made out 

of boulders which you 

run across, and also dig 
through to reach no-’- 



dreary doesn't it, like a 
cast-off J8W. clone? And yet 
I found Rockman surpris- 
ingly enjoyable and addic- 

screens are arranged has 
been quite well designed, so 
that collecting the mush- 
rooms isn't quite aB simple 
* as, but t"- 



as it at first seems 



first few mushrooms on 
are quite easily 
„ and this en- 

courages you to persevere 
and collect them all. I have 

surprised to find how many 



graphics though 
. itacular, are _quite 
competent and the 



repetitive quite quickly 
through the same sequence 
of screens over and over in 
the early sections of the 
game, but as you get onto 
the higher levels there Is a 
password system that 
allows you Immediate ac- 
cess to specific screens. 
This Is a sensible Idea and 
helps prevent the game 
from getting boring. 

Rockman is by no means 
an outstanding game, but it 
is good, simple fun, and at 
such a low price I really 
can't find anything about it 
to criticise. SD 

PLANET RATINGS 




Robot Messiah 
Alphabatim 
Spectrum 
£7.95 



E3 i A 

This is Alphabatim's first 
game, and was the one 
featured In our recent 



robots from their m: 
and suffering at the h 
of the evil Androids, 
Androids are robots cn 



at The Automa- 
', of oar 



dinary robots , 
las a 

the di — 

i left, rusting 

ut, to die. His 

hopes must be oarrled forth 
by you, SID, the robot 
So the story unfolds 

.-amps and walkways game 
with you playing SID trying 



The transporter system 
ated ween the first and third 
nan, levels, complete with 
shields! The Test Centre Is a 
similar format to the first 
level, but with 'big brother' 
watohing cameras, and dif- 
ferent problems to be en- 
It's the problem solving 
part of this game which set 
it apart from most games of 
this type. Having to collect 
and use different objects to 
through various bits. 






. And i 
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amongst a crowd of ladders 
and ramps games. 

The graphics are very 
good with large chunky ob- 
jects moving across the 
screen. Effecti"" *• 
made of colour, 
to the limitatic 
Spectrum, they do clash 
horribly whenever there Is 
an object contact. The game 
well pr‘ 



IS3 S3 ? A 



they have to travel In 
separately and slightly di 
ferent, shielded pod. 

However, all is not wen 
and the ship looks like be- 
ing destroyed! You being 
the only one to have the 
necessary knowledge of 
how to fix the ship get 
volunteered to teleport Into 
the stricken ship and save 
It from certain destruction 
at the hands of the black 
hole (do blaok holes have 
hands?). 

The game features you 
as a little man with a jetpac. 
travelling from room to 
room collecting objects and 
using these to solve — - 



'e are all 

of things out to stop 

you, Including^ nasty aliens 

th The graphics are very 
good and are based on the 4 
colour mode of the Amstrad 
which gives very good 
detail but less of a colour 
choice, however what col- 
our there Is has been u< 
to good effect. 






good game . 
h waiting I 



You control both TB1 
and 2 with the fire button 
on the joystick being used 
to switch control between 
them. Before you start, you 
have the option of loading 
up TB2 with up to 40 tons 
of equipment. This includes 
weed-killer, a device called 
the mole, TB4, guided 
missiles and extra fuel. 
Every Item that you select 
decreases your Initial point 
score but I would advise 
taking a selection of objects 
with you until you become 
more experienced. 

As you progress 
through the tomb, so there 
are more and more block- 
ages which are Increasingly 
difficult In nature. One TB 
Is likely to have to 
backtrack through several 
screens In order to finish 
up In the right position to 
push a block from a specific 
direction. Other blocks on 






through a maze protected 
by for example, mummies 
or giant spiders. This Is 
somewhat unrealistic when 
l realise^ how large ^ a 

.o dwarf a machine 

carrying a 40 ton payload! 
Help Is available on some of 
these screens depending on 
what equipment you carry. 
For example, the weed- 
killer will destroy a giant 
plant that Is block lng^the 
c h a mb er. 

In which a you S «ui lose/If 
either TB runs out of fuel or 
Is destroyed by falling 
masonry It crashes Into the 
other TB then the game Is 
over. Each TB also has 3 
of the nasties reduces this. 



thege 

Thunderbirds is an ex- 
cellent mid-priced game. 
OK, so the graphics aren't 
brilliant but It is mind- 
bogglingly addictive. If you 
want to give your brain a 

? uick workout in the New 
ear. then look no further. 

OH 

PLANET RATINGS 
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Something odd here 
helicopter that yoy fly 
■' cave system! 



S’, 




iverslon Is from 
Amstrad version, not 
the Spectrum. This has 
resulted In big, bright 
sprites and an amazingly 
noisy soundtraok, which 
overlays music with rotor 
blade racket and the crash 
of the cannon. Well up to 
arcade standards, this. 

The oddest thing has to 
be Alrwolf’s handling 
though. No wonder it takes 





I of the Mask, the latest 
game from Sandy White of 
Ant Attack fame, places 

S ou as a participant in the 
pace Trials. As you might 
imagine from his previous 
games, it relies very heavily 
on 3 D Imagery and uses 
some very clever program- 
ming to create some stunn- 




S off In search of the other 
it. To make things slight- 
‘ easier for you, the pieoes 
•e colour-coded as well so 
tat for example you need 
nly search the blue 
nlverses when looking for 



two crystals 
lr uses. One of 



also have their u. 
them teleports _ — 
domly to another crystal 



perlence as you ii 




the game with three lives 
and 2000 units of energy 
and you die If either figure 
reaches zero. You lose a life 
when you "shoot" a piece 

correct sequence whilst 
your energy Is constantly 
draining away although it 



bit dodgy) and ifjou enjoy 

should definitely consider 
buying I of the Mask. If 
you’re not too keen on 
mazes then you really 
ought to try It before you 
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popular •S 
cept, with _ - 
due to computer c 

‘ changes tlie auuiu 
king behind the game. 
The scoring is the same 
as In Connect Four, le four 
In a line wins, but the play- 
ing method Is different. 

Instead of dropping 
counters from above, they 
are introduced on the right 
or bottom edge, shifting all 
the counters In that row or 
column along one space to 
accomodate it. Thus each 
counter played can change 
the whole board. It 



quite comprehensive. 

seven difficulty levels for 
the computer opponent 

fact, the options are similar 

"sAnWfwss. 

Is great fun to play, and re- 
quires some thinking about 
playing. Its strategies 
share more of a similarity 
with chess than with con- 
nect four. Would make a 
good family game for 
Christmas. MR 
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was very heavily 'influenc- 
ed' by Marble'"-' 



limit, after which your 



BSTS 



! just ri 



emphasize the 

For those of you wl 
haven't seen Marble 
Madness before, here is a 
quick resume. 

You control a Gyroscope 
that has to traverse a 3D 



background and adds to the 
atmosphere of the game. 
An extremely good adap- 

3 small screen. MR 



thought m 
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Amidst a blaze of adverse 
publicity, Friday the 13th, 
the game based on the spine 
-'hilling horror film has 
seen released by Domark. 
No doubt you have noticed 
the nice jolly little picture 
advertising the game of a 
dagger stuck through a 



sists of a number of in- 
terlinked screens whlah 
wrap around top and bot- 
tom, left and right. There is 
no scrolling from screen to 
screen. If you move off the 



stained Ice hockey building, you don’t 



. it surprise that, certain 
people have taken excep- 

teenagers enjoylng P a holl- 
Unbeknownst to you, the 
party contains a mad killer, 
Jason. All you have to do Is 
to work out which of the 
campers is the disguised 
Jason and kill him. If you 



your friends to bits, so 
much the better, 

Jason can be detected 
either by you seeing him at- 
tack someone else or by you 
challenging him with one 
of the many weapons — 
such as a pltohfork and 
chainsaw that you find ly- 
ing about. If you find him, 
he changes to a subtle 
shade of blaok. You should 
look out for i 



Hiding, j _ _ 

te next screen at the bot- 
tom but at the top which is 
somewhat annoying. The 
graphics are poor and don't 
add to the atmosphere at 
all. There is no feeling of 
perspective. The sound Is 
good and adds a musical ac- 
companiment to the 
mayhem as well as walking 
round (which sounds like a 
machine gun) and screams 
as Jason oarves up yet 

The whole thing is nicely 
packaged, complete with 
fake blood capsules and a 
sound effects competition 



having a lasting appeal. 
Sorry Domark, Friday the 
13th is almost as much of a 
horror story as the film. 
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xeyDoara i suppose. The 
original game was designed 
for a trackball, and I think 
will show its true colours. 

The scenery smoothly 
scrolls up the screen, 
which Is a change from the 



another set of problems „ 

harder, and harder, and 
harder. . . 

Added to all this Is a time 
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Imagine a combination of 
Atio Atac and Sabre Wulfe. 
Now add to the complexity, 
the number of rooms, ob- 
jects, and options, what 

K i have Is Wizard’s Lair, a 
on the Spectrum where 
It first appeared, because It 
combined the best features 
of those Ultimate games at 
a cheaper price. Enterprise 

portunlty to venture 'iffi 
the mage's mansion with 
Pothole Peter, in search of 
the seotlons of the golden 

The great feature of 
Wizard's Lair Is that It’s 
' ’ itantly playable, 
lantly addictive. 



ictin/ the 



frantic zapping with axes 
adds a very welcome arcade 
element. There's some nice- 
ly moody music which ex- 
ploits the Enterprise’s 
three channels, but sadly 
the bright look of the game 
has had to be sacrificed and 
it's now all in stippled 
dy at times — though I sup- 
pose Wizard’s Lairs art 
unlikely to be decorated ir 



which can only be 
if you possess the c 
coloured objects and spells 
which give you the oppor- 
tunity to trade in your gold 
for new objects or power. 
There's food and drink to 



Your loved one, Prinoess 
Koong-Shee Is being forced 
to marry a merchant. 
Naturally she prefers you 
but what chance does a 
clerk have of break- 
Mandarln’s 

r , .suing the 

princess and escaping to a 
waiting boat? Here’s your 
chance to find out! Your 
first Impressions on play- 
ing Willow Pattern is that it 



nothing m 



clothing but a quick play 
soon reveals that there are 
some major differences. 

Apart from racing round 
assorted objects, you also 
have to overcome the palace 
guards. This involves hurl- 
ing a vicious looking sword 
at them before they do 
likewise to you. The only 
problem Is that, mu Hnn't 



the action shifts to another 
scene from Chinese 
mythology. Legend has it 
that river crossings are 
protected by giants. You 
must leap from rock to rock 
whilst the giants try to 
knock you off. Naturally, 
most of the back-tracking 
you have to do takes you 
across a bridge. 

The graphics li 









possession from all the 
throw-ins and possess 
teleport ability! 

The graphics are poor 
(the screen goes blank 
when you eventut " 
a goal!) and the a 

simulation of flamingoes 
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it may take re 
complete if ft 






y f i 

Mastertronic's £1.99 range 
nearly all prove to be ex- 
cellent value tor money. 
This is no exception and 
will give hours ot challeng- 
ing fun. 

In effect, there are five 
single screen games con- 
nected by the concept of 
evolution. The five ages of 
man take us from the ape- 
like cave-dwellers to the 
sophisticated technocrat of 
this modem age. 

The first scene is a 
forest, not unlike the first 
screen in Chiller, and there 
are bananas scattered 
through the trees. The idea 
is to guide the ape around 
the screen, eating bananas 



ing you baok to the Jungle 

I never progressed 
beyond this soene — * 

principally because I could 
-stay alive long enough 

... I will make of the 
game is that the instruc- 
tions are so sketchy as to be 
non-existent. OK, so the 
games only cost £1.99 but 
does that mean we have to 
forgo the luxury of instruc- 
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Dynamite Dan 
Mirrorsoft 
C64, Amstrad 
A7.9B 



then that block will b 
the lefthand edge on 



S A 



Converted from the Spec- 
trum, Dynamite Dan is 
Mirrorsoft's highly t 
cessful pl'“ 



d the unknown. 

As well as the dynamite, 
m will have to find food to 
‘ in your energy. There 
io other objects lying 



blow up the s 
plans and escape b 
his blimp. Easy I 






io careful planning 
,p around to 
form a cylinder. In other 
words, if you keep going 
left, you Will eventually 
come back to where you 
started from. A nice touch 
is that the screens overlap 
slightly so that if you are 
standing on a block on the 
righthand edge of 



There are trampolines for 
you to bounce on and an 
underground river that has 
to be negotiated by means 
of a raft. 

There is nothing start- 
lingly original in Dynamite 
Dan and it does not have 
the class of games such as 
Monty on the Run but it is 
enjoyable and one that plat- 
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Fighting Warrior is from 
the makers of Way of the 
Exploding Fist and though 
the similarity of style can- 
not go unnoticed, Fist is in 
a totally different class. 

Living In the deserts of 
Egypt during the age of the 
Pharaoh's our hero has on- 
'y a sword to fend off a 
nultltude of enemies who 
.re guarding a princess 
vho is imprisoned in the 

There are three back- 
grounds to the action; two 
outdoors and one inside the 
i defeat 



Fighting involves 
skillful use of the joystick 
sr keyboard keys. If the 
’ire control 1 b pressed the 

swipes with the^ sword to 
she head, body or legs. 
Without the fire button the 
warrior moves forwards, 
ducks. As each blow is 
in see at 
ength 



a glance how your st 






' which 

sd by a sword to gain 
•seor blessing that is 
contained within. The con- 
's of the vase may in- 
,se or decrease your 
"y level, prematurely 
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Value for money 
STAR RATING 
White Dwarf 
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Originality 
Graphics 
Use of machine 
Value for 



invisibility spell 
from the princess. 

Before you can complete 
the game you must have 
fought at least one member 







REVIEWS 





BU 

As usual the earth is under 
threat from a strange, alien 
oraft and as usual, you 
have drawn the short straw 
and have been volunteered 
to go and Investigate. Your 
task Is to find out how to 
destroy the ship. If you are 
very lucky, you may escape 
with your life at the end of 
y °The inside of the ship Is 
depleted In Ultimate style 
ff graphics — rooms made 



somewhere therein, 

You are told that the se- 

detonate the ship Is In four 
stages and that the first 
stage requires a spanner, 
but thereafter, you are on 
your own. A scrolling 
message window keeps you 
informed of what’s going 
on and gives you further 
clues as your progress. 
There are no aliens try- 
o kill you — the fire 



8S&'_ 

picking u 
tain areat 
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I nrrtAM I A huge adventure featuring over 100 beautifully detailed screens packed with challenging 
ci/rnnu puzzles and awesome foes You start in the vast 3-towered citadel with its curious cellar and well. 
tUCTHOH shou Id you survive the perils within, you can venture on to the witch's house; Stonehenge the 
^■TTTSH pyramids and across the desert to the mountains Cross the ocean and you will reach the mystic 
temple on the island. You should devise how to use the ice crystal, trampolines cannonballs 
Egyptian statues eta, to the best advantage in your onerous mission. Cleverly realistic animation 
(flickering torches splashing water, and smouldering furnaces), is used throughout to depict your 
movements and to vividly portray the fearsome monks mummies and wolves 
COMPETITION - 2 CHANCES TO WIN! 

Three crowns have been craftily hidden within the adventure; the first person 
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CALCULATOR WAICH 

ABSOLUTELY FREE!!! 

DDmC £10.95 (CBM 16 and 
rKI^C VIC 20 £9.95) 
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ACE -EXPERIENCE IT NOW! 



By Steve Lucas 



This Is a traditional adven- 
ture game with 78 locations 
to visit and over 23 dif- 
ferent objects to find. It Is 
very loosely based around 



Once^ upon a t*.,.o, j,. » 
land far away, there lived 
an evil Ogre who delighted 
In terrorising the villagers. 
He would steal their sheep. 



FAfR 



rob ' 






i their hous 

ground. Your task Is t 
visit the ogre’s cottage, 
when the ogre Is away, and 



ogre w 



ADVEN 



Hints on typing 
in the game 



you a wt°l St make typing 
mistakes and even one 
mistake means that the 

" this 

sed by 

errors In the DATA lines. It 
is worthwhile examining 
the listing carefully to see 



Words 

understood 



g* 



error, then this will be d; 



The enjoyment from play- 



experienced i: 



oomes from finding the 
solution for yourselves, so 
I'm not giving too much 



works. There are 7 



find one item 



oi^ treasure a' 



tional form of input for 
the player must type their 
Instructions in the form of 
one or two word sentences. 
To help you in your task, 
here is a list of some of the 



by 



numbers which correspond 
to the location reached by 
travelling north, south, 
east and west. When typing 
the listing In, you would be 
well advised to type up to 
' lcluding line 875 then 



is will print the descrip- 

n of aU 78 locations and 

you should be able to track 






Find somewhere safe 1 



GET, TAKE, HEAD, SOW ,GO, 
NORTH, SOUTH, EAST, 
WEST,N,S,E,W,IN,OUT, 



if code works correct- 
>u_should ty^e In lines 



RON I 



x, program. If al 



out In a similar way before 
typing the rest of the pro- 
gram into your computer. 



the Ogre is likely to find 
4 0l You 'll need to ^ find the 
shedl' n 10 g 



WEST,N,S,E,W,IN,00 
INVENTORY, HEL_ , 
DRINK. EAT, REMOVE, 
WEAR, PLANT, SCORE, - 
QUIT, UP, DOWN, GIVE, 

SF** 0 *®.’ — 



JPEN, UNLOCK, HIDE, 
CLIMR, KILL, STAB, AT- 
TACK, SWIM, RUB, PULL, 



10 REH II A FAIRY TALE ADVENTURE II 
20 POKE 03280,1: POKE 53281,1 
30 PRINTTH SIS A FAIRY TALE ADVEN 



40 PRINT’SMSSS 



50 PRINTilSeMSTHE EVIL OGRE HAS ST0L 
EN THREE OBJECTS" 

60 PRINT'OF TREASURE FROM THE PEASANTS. 
YOUR TASK": 

70 PRINT'IS TO FIND THEN AND TAKE THEN B 
ACKT0 BOTHER. * 

80 PRINT-HHEN YOU HAVE DONE THIS YOU NUS 
T TRY TO RID THE WORLD OF THE EVIL OGRE. 



TIDNS II 

130 FOR 1=1 TO 78 

131 READ SilX) 

132 FOR Y=1 TO 4 
S.N. LUCAS 133 READ SX!X,Y) 

134 NEXT Y, X 

140 DATA *IN A SHALL WARDROBE FULL OF TA 
TTY OLD CLOTHES.* 



5 DATA i 



0 , 2,0 



100 REN II DIMENSION THE .ARRAYS II 

110 DIN SXI78, 4), 91(781, G*!23),BXI23),NI 

(271,NX(27),VI(5),XI(40) 

120 REN II READ THE DATA FOR THE 78 L0CA 



150 DATA *IN A SHALL BEDR00N. A LARGE BE 
D STANDS UNDERNEATH THE WINDOW.* 

155 DATA 0, 4,3,1 

160 DATA *IN A SHALL BATHROOM. WATER DRI 
PS INTO THE SINK FROM A LEAKING TAP." 
165 DATA 0,0, 0,2 

170 DATA "AT THE TOP OF A FLIGHT OF STA! 



RS." 



TflIRS. * 

185 DATA 0,8, 0,6 

190 DATA "IN THE KITCHEN. THE TABLE IS L I 
ITTERED WITH DIRTY POTS.’ 

195 DATA 0,7, 5,0 

200 DATA "IN A SHALL R00H. A TABLE STAND 
S IN THE CORNER.* 

205 DATA 6, 0,8,0 

210 DATA "IN A SHALL HALLWAY. " 

215 DATA 5,10,9,7 

220 DATA "IN A SHALL, SPARSELY FURNISHED I 
LOUNGE.* 

225 DATA 0,0, 0,8 

230 DATA *IN NY OWN DOORWAY. " 

235 DATA 8,11,12,0 

240 DATA "BY NY GARDEN GATE. THE GARDEN 
IS FULL 0FNEEDS. ’ 

245 DATA 10,15,0,13 

250 DATA "IN A HUDDY FIELD WHICH LOOKS A 



COMMODORE 64 



VTA IT 



ITURE 



S IF IT HAS RECENTLY BEEN PLOUGHED." 
255 DATA 0,0,0,10 

260 DATA "OUTSIDE A SNAIL GARDEN SHED." 
265” DATA 0,0,11,0 

270 DATA "INSIDE THE GARDEN SHED. IT’S F 
ULL OF OLDPLANT POTS. ” 

275 DATA 0,0, 0,0 

280 DATA "ON THE PAVEMENT AT THE SIDE OF 
A NARROW ROAD." 

285 DATA 11,20,0,0 

290 DATA “BY SOME MARKET STALLS SELLING 
COTTON GOODS. ’ 

295 DATA 24,18,0,0. 

300 DATA "OUTSIDE AN OLD MARKET HALL. " 
305 DATA 0,0,0,18 

310 DATA "IN A CROWDED TOWN SQUARE." 

315 DATA 16,0,17,20 

320 DATA "IN THE BUSY MARKET HALL." 

325 DATA 0,0, 0,0 

330 DATA "ON A HIDE ROAD." 

335 DATA 15,20,18,21 

340 DATA "OUTSIDE A SMALL VILLAGE CHURCH 



345 DATA 0,0,20,22 

350 DATA "INSIDE THE CHURCH. ORNATE CARV 
INGS LINE THE NALLS." 

355 DATA 0,23,21,0 

360 DATA "NEXT TO THE ALTAR." 

365 DATA 22,0,0,0 

370 DATA "ON A FRESHLY TILLED PLOT OF LA 
ND. FOUR BEANPOLES HAVE BEEN ERECTED. " 
375 DATA 0,16,0,0 

380 DATA "AT THE TOP OF THE BEANSTALK. A 
HIDE ROADSTRETCHES OUT BEFORE ME." 

385 DATA 0,26,0,0 
390 DATA "ON A HIDE ROAD." 

395 DATA 25,0,34,27 
400 DATA "LOST IN A DARK FOREST." 

405 DATA 27,30,26,28 



ORE ME." 

•*1 

IREST." I 



410 DATA "LOST IN A DARK FOREST." 

415 DATA 28,29,30,28 

420 DATA "LOST IN A DARK FOREST." 

425 DATA 28,31,30,29 

430 DATA "LOST IN A DARK FOREST." 

435 DATA 27.32,30,29 

440 DATA "LOST IN A DARK FOREST. • 

445 DATA 29,31,32.31 

450 DATA "LOST IN A DARK FOREST." 

455 DATA 30,32,33,31 
460 DATA "LOST IN A DARK FOREST. THERE'S 
A NOODCUTTER’S COTTAGE HERE." 

465 DATA 0,0,0,32 

470 DATA "ON A LONG STRAIGHT ROAD." 

475 DATA 0,36,35,26 

480 BATA "ON A LONG STRAI6HT ROAD. A LAN 
DSL IDE HASBLOCKED THE NAY EAST." 

485 DATA 0,0,0,34 

490 DATA "OUTSIDE A SMALL COTTAGE." 

495 DATA 34,0,0,0 

500 DATA "INSIDE A DIMLY LIT COTTAGE. AN 
OLD MAN SITS ASLEEP IN HIS CHAIR." 

505 DATA 0,39,38,0 

510 DATA "IN A SMALL HALL. A HATSTAND IS 
NEXT TO THE DOOR." 

515 DATA 0,41,0,37 

520 DATA "IN A SMALL KITCHEN. THERE IS A 
NOODEN DOOR HERE. ' 

525 DATA 37,0,0,40 

530 DATA ’IN THE KITCHEN. AN OIL STOVE S 
TANDS IN THE CENTRE." 

535 DATA 0,0,39,0 

540 DATA "IN A SMALL EMPTY ROOM." 

545 DATA 3B, 0,75,0 

550 DATA "ON AN OVERGROWN FOOTPATH. * 

555 DATA 39,43,0,0 

560 DATA “IN A SMALL GARDEN. THE METAL E 
ATE HANGS FROM ITS HINGES. * 

565 DATA 42,0,46,0 




570 DATA "ON A NARROW FOOTPATH AT THE SI 
DE OF A BUBBLING MOUNTAIN STREAM." 

575 DATA 0,46,45,0 

580 DATA "ON A DUSTY MOUNTAIN PATH." 

585 DATA 0,0,47,44 

590 DATA "OUTSIDE A SMALL FARM. THE SATE 
IS OPEN AT THE MOMENT." 

595 OATA 44,77,0,43 

600 DATA "ON A DUSTY FOOTPATH." 

605 DATA 0,0,48,45 

610 DATA "AT THE END OF THE DUSTY PATH." 
615 DATA 0,50,49,47 

620 DATA "AT THE ENTRANCE TO AN ENORMOUS 
GLOOMY CAVERN. “ 

625 DATA 0,0,0,48 

626 DATA "BY A DEEP MOAT. THERE’S A DRAW 
BRIDGE. BUT IT’S UP AT THE MOMENT." 

627 DATA 48,0,0,0 

628 DATA "BY A SMALL CLOSET." 

629 DATA 0,56,0.0 

630 DATA "IN A TINY CLOSET FULL OF LADIE 
S FASHIONS* 

631 DATA 0,0,0,51 

632 DATA "ON A HIDE DRAWBRIDGE." 

633 DATA 50,0,54,0 

634 DATA "OUTSIDE AN flLD CASTLE. THE STO 
NE NALLS ARE CRUMBLING KITH AGE." 

635 DATA 0,0,55,53 

640 DATA "BY THE GATEKEEPER’S LODGE." 

645 DATA 0,57,0,54 

650 DATA "IN A SMALL HALLNAY. A PASSAGE 
LEADS TO THE NEST." 

655 DATA 51,0,0,55 

660 DATA "BY THE CASTLE GATE. IT’S LOCKE 
D AT THE MOMENT. " 

665 DATA 55,0,58,0 

670 DATA "BY THE CASTLE NALLS. THEY ARE 
TOO HIGH TO CLIMB." 

675 DATA 0,0,0,57 

680 DATA "IN A PACKED COURTYARD." 

685 DATA 57,62,60,0 

690 DATA "IN A NINE CELLAR FULL OF CASKS 
OF VINTAGE NINE." 

695 OATA 0,0,0,59 




FA/RVT 



H 




700 DATA *!N A LARGE ROQH. THE FURNITURE 
IS COVERED WITH C0BHE95. " 

705 DATA 0,0,42,0 

710 DATA ‘IN AN ENORMOUS BANQUETING HALL 
715 DATA 59,45,63,61 

720 DATA ‘IN A SHALL CHAHBER FULL OF ROT 

TING FLESH- 

725 DATA 0,0,0,62 

730 DATA 'HIDING IN A DARK CUPBOARD. " 

735 DATA 0,0, 0,0 

740 DATA "IN AN ENORMOUS KITCHEN. THE OG 
RE’S NIFE STANDS IN FRONT OF THE OVEN.' 
745 DATA 62,0,0,0 

750 DATA ‘HIDING IN THE OVEN. IT’S SETT I 
NG NARN IN HERE.' 

755 DATA 0,0, 0,0 

760 DATA -HIDING IN A LARGE COPPER. - 
765 DATA 0,0, 0,0 

770 DATA "IN THE ENTRANCE TO A DARK AND 
GLOOHY CAVERN.' 

775 DATA 72,49,69,0 




780 DATA -IN A NINDY PASSAGE' 

785 DATA 71, 69, 69, 6B 
790 DATA 'IN A NINDY PASSAGE' 

795 DATA 74,70,70,71 
800 DATA "IN A NINDY PASSAGE' 

805 DATA 73,69,70,72 
810 DATA 'IN A NINDY PASSAGE" H 
815 DATA 72,68,71.7: 

820 DATA 'IN A NINDY PASSAGE" 

825 DATA 73,71,74,73 

830 DATA "IN A NINDY PASSA6E" 

835 DATA 76,70,74,73 

840 DATA "BY A NINDON. THE VIEN FROH HER 
E IS SPECTACULAR. ' 

845 DATA 0,0,0,41 

850 DATA "IN A SHALL, SECRET CAVERN.- 
855 DATA 0,74,0,0 

860 DATA "IN A FIELD OF GOLDEN CORN.’ 

865 DATA 46,0,0,0 

870 DATA 'IN A SHALL NOODEN HUT. A SHALL 
TABLE STANDS AT THE CENTRE.* 

875 DATA 33,0,0,0 

880 REH II READ THE DATA FOR THE 23 OBOE 

CTS - 3 ON EACH LINE II 

8B5 FOR 1*1 TO 23: READ StlX!,BXfX):NEXT 

890 DATA *A SHARP AXE', 14, "A CON', 12, "A 
SHALL CHILD-,23 

895 DATA -MOTHER (ILL IN BED)-, 2, "AN OLD 
FARMER-, 19, --, 19 

900 DATA -A PIECE OF PAPER-,1, 'A KNIFE", 
6,'SOHE CHEESE-,9 

905 DATA "A NOODCUTTER’S OUTFIT’, 78, 'A C 



- COMBINATION 10130127’ 

985 DATA "AAAA6666HHHHHH I'.'IT’S LO I 

CKED! ', "IT’S A COMBINATION LOCK!' 

990 DATA 'I NEED THE AXE!', 'I BLEED TO D I 
EATH-,-1 CLIHB UP!', ‘I CLIHB DONN!' 

995 DATA 'I NEED THE KEY!', 'HIDE SOHENHE 
RE QUICKLY!', -SHE SAYS “ 

1000 DATA 'FEE FIE FOE FUH ...I SHELL TH I 

E BLOOD OF AN ' 

1005 DATA 'IT’S DARK!*, 'THAT’S NOT TO BE 
RECONHENDED! VHDN DARE YOU!' 

1010 DATA 'DON’T BE CRUEL!', ’THAT’S NOT I 
THE RIGHT APPROACH!' 

1015 DATA -SHE NANTS SOMETHING! ", 'ITS FU I 
LL OF HONEY-, -I FELL AND BROKE HY NECK!' I 
1020 DATA 'I’H DEAD ! * , 'WOULD YOU LIKE AN I 
OTHER GAHE ?' 

1025 DATA -I DON’T HAVE A CLUEI'.'I’H SO I 
RRY I DON'T UNDERSTAND YOU!' 

1030 DATA TH NOT HUNGRY AT THE HDHENT" I 
,'I’N NOT THIRSTY!" 

10$5 DATA -NOT HERE!’, "NOT YET'", "DON’T 
BE SO STUPID!* 

1040 PRINT":n»»M«i PRESS THE SPACE B I 
AR TO START THE GAHE ' 

1050 GET At: IF At<>' " THEN 1050 
1060 PRINT"23':PX=2:PPt=" 10130127* 

1480 PRINT 

1490 PRINT'31 AH :-r<«':PRINTQ$(PX) 

1500 IF PZ=64 THEN GOSUB 12030 

1501 IF PI=67 THEN GOSUB 12060 

1502 IF PX=66 THEN GOSUB 11720 

1503 IF P7.=65 AND AF=1 THEN PRINT"5®E Q I 





1563 IF PZ=36 OR PX=17 OR PZ=!3 OR PZ=55 
OR PZ=51 OR Pl=33 THEN A»=A*+", IN- 

1564 IF PZ=37 THEN A*=A*f, DUT" 

15B0 IF LEN (At) =0 THEN A*="NONHERE I CAN 
SEE !■ 

1590 PRINT:PRINT'SI CAN GO PRIN 
TAt 

1600 E=0:F0R X=1 TO 23:PPX=0:IF BX(X)=PX 
THEN PPX=1 

1610 IF PPX=1 THEN 1630 
1620 NEXTsSOTO 1650 

1630 IF E=0 THEN PRINTsPRINT'SI CAN SEE 
s-W 

1640 PRINTS*(X)sE=lsGQTO 1620 

1650 PRINT:PRINT'3UHAT SHALL I DO NON Si 
•: INPUT II 

1651 B*=LEFT*(Z*,2!sC*=LEFT*(Z*,3)sD*=LE 
FT* (Zt, 4> 

1660 PRINT"CE"sK=OsIF C*="LOO" THEN K= 
Is PRINTX* (1) 

1670 IF C*="0UI" THEN PRINT"GQODBYE. THA 
NK'TOU FOR PLAYING. 'SEND 

1671 IF C*="SCO" THEN PRINT" YOU HAVE SCO 
RED *;SX; " X':K=1 

16B0 F=FRE(") 

1690 IF C*="REA* THEN K=1:GDSUB 11540 

1691 IF CI='SON’ OR C*="PLA* THEN K=lsGQ 
SUB 11830 

1692 IF C*="NEA" THEN GOSUB 11910 

1693 IF Ct="REH" THEN GOSUB 11960 

1700 IF C*="EAT" THEN PRINTX* (30! :K=t 

1701 IF C*="DRI" THEN PRINTX* <31 ) i K=1 

1702 IF C*="HEL- THEN GOSUB 11510 

1703 IF C*=*KIL" OR C*="STA" OR C*="ATT" 
THEN GOSUB 11860 

1710 IF C*="PUL" THEN GOSUB 12210 
1720 IF (B*="N" OR 0*=”60 N") AND SZIPZ 
,11)0 THEN PX=SX(PX, 1 ) : PRINTX* I 1 ) : K=1 
1730 IF <B*=*S" OR D*=“SO S') AND SZIPZ 
,2)>0 THEN PX=SZ(PX,2) :PRINTX*(1) :K=1 
1740 IF (B*="E- OR D*="GQ E") AND SZIPZ 
,3)>0 THEN PX=SZ!PX,3) : PRINTX* ( 1) :K=1 
1750 IF I8*="H" OR D*="GO N") AND SZIPZ 
,41>0 THEN PZ=SX (PX, 4) :PRINTX* ( i) : K=1 

1760 IF C*="RUB" OR C*="SII!" THEN K=1:PR 
INTX* (34) 

1761 IF C*="UNL" THEN GOSUB 11590 

1770 IF C*="INV" THEN GOSUB 11220 

1771 IF C*=-6ET- OR C*=*TAK” THEN GOSUB 
10000 

1772 IF C*=*DRD" OR C*=’LEA" THEN GOSUB 
11140 

1780 IF Ct="CU" OR B*="UP" OR D*=“SO U" 
THEN GOSUB 1850 

1781 IF C*="BQH” OR D*=*SO D" THEN GOSUB 
1S80 

1782 IF C*=’IN" OR D»="GO I" THEN GOSUB 



1900 

1783 IF C*="OUT" OR D*="SO 0” THEN GOSUB 
1960 

1790 IF C*="HID" THEN K=l: GOSUB 11630 

1791 IF C*=“GIV THEN K=ls GOSUB 11770 

1792 IF C*=-CUT“ OR C*="CHO" THEN GOSUB 
12U0:K-1 

1793 IF C*="SEA" THEN GOSUB 12170:K=1 

1794 IF C*="DPE” THEN GOSUB 12200 

1800 IF !B*="N" OR B*="S" OR BI="E" OR B 
*=-H") AND K=0 THEN PRINT'I CAN’ T ! K=I 
1810 IF K=0 THEN PRINTX* (29) 

1820 IF SZIIOO THEN 14B0 
1830 PRINT'ITsGOSUB 11330 
1B40 END 

1850 K=ls IF PZ=5 THEN PZ=4:PRINTX*l!!sRE 
TURN 

1860 IF PX=24 AND AH=3 THEN PX=25:PRINTX 
til) ■ RETURN 

1861 IF PX=24 THEN PR INTX* (33 ) : RETURN 
1870 PSINTZ*I32) sRETURN 

1880 K=l: IF PX=4 THEN PX=5:PRINTXS 1 1 ! :RE 
TURN 

188! IF PZ=25 THEN PZ=24lPSINTX*Il! sRET'J 



RN 

1950 IF PZ=65 THEN PRINT" rsPLEASE BE NOR 
E SPECIFIC' ” :RETURN 

1951 PRINTX*!34)sRSTURN 

1960 K=I : IF PZ=59. THEN PX=57:PRINTX* ! ’ ! : 
RETURN 

1961 IF PX=66 OR PX=67 OR PZ=64 THEN PZ= 
65:PRIVTX* 111: RETURN 

1970 IF PZ=52 THEN PX=51sPRINTX*Il) :RET’J 
RN 

1971 IF PZ=68 THEN P7.=49:PRINTXJ!1):RETU 
RN 

1972 IF PX=7B THEN P2=33i PRINTX* 1 1 ! : RET’J 
RN 

1973 IF PX=14 THEN PZ=13: PRINTX* 1 1 ) : SET'J 
RN 

1980 IF PZ=19 THEN PS=17 : PRINTX* 1 1 ) : RETU 
RN 

1981 IF PX=37 THEN PX=36: PRINTX* (Us SETC 
RN 

1982 IF PZ=39 AND AD=0 THEN PPINT'IT'S C 
LOSED I " : RETURN 

1983 IF PZ=39 THEN PZ=42:PRINTXtll!:SETU 
RN 



◄ 

1870 PRINTZ»(32):RETURN 

1880 K=l:IF PZ=4 THEN P2=5:PR!NTM!1):RE 

TURN 

188! IF PZ=25 THEN PX=24:PRINTX* 111: RETU 
RN 

1890 PRINTXJI32) sRETURN 

1900 K=1 : IF PZ=13 AND AAOl THEN PRINTX* 
18) sRETURN 

1901 IF PX=13 THEN PX=14: PRINTX* ( 1 ) : RETU 
RN 

1-910 IF PX=I7 THEN PX=19s PRINTX* IDs RETU 
RN 

1911 IF PZ=33 THEN PX=78sPRINTX* (1) sSETU 
RN 

1912 IF PZ=49 THEN PX=6B : PR I NTX * 1 1 ) sRETU 
RN 

1920 IF PX=5i AND ABOL THEN PRINTX* (23) 
FIRST! "sRETURN 

192! IF PX=51 THEN PX=52s PRINTX* II): RETU 
RN 

1930 IF PZ=55 THEN PX=56: PRINTX* ( 1) : RETU 



f 

1990 PRINTXK34) sRET'JRN 

10000 K=1 : S0SU8 l!'090sIF LZO! THEN RETU 

RN 

11010 EZ=OsFOR *=1 TO 23s IF BZ!X!=PZ AND 
NZIR)=X THEN EZ=1 

11020 NEXT XsIF EZ=0 THEN PRINT"! CAN’T 

SEE ";L*;" HERE! "sRETURN 

11530 IF R=27 OR R=2! OR R=5 OR R=4 OR R 

=1 THEN' PRINTX* (34! : RETURN 

1103! IF AX=0 AND R=24 THEN PRINT'I”? T 

00 FAST FOR HE TO CATCH !": RETURN 

11032 IF R=14 OR R=13 T HENPRINT"rsiT’S T 

QO HEAVY FOR HE TO LIFT I "sRETURN 

11040 IF R=6 AND AH<2 THEN PRINT'THEY AR 
E ":X*(32! sRETURN 

11041 IF R=2 THEN AH=1 

11043 IF R=24 THEN PRINT"raYOU’VE SOT TO 
BE JOKING! "sRETURN . 



1931 IF PX=57 AND ACOl THEN PRINTX* IS 
RETURN 

1932 IF PX=57 THEN PZ=59sPRINTX*U!s5E 
RN 

1940 IF PZ=36 THEN PZ=37 : PRINTX* ( 1 ) : RE 



1943 IF P2=42 THEN PZ=39sPRINTX*(!)sRETU 






11044 IF S=6 AND AH>2 THEN PRINTX* <34! : R 
ETURK 

11050 If R=6 AND PX=24 THEN X$=" I SET AT 
TACKED BY BEES ! ' : 5QSUB 1290 
11060 EMI: FOR X=1 TO 4s IF V$<X)=“” THEN 
VS (X! =BS (NX (Rl ) :EZ=1 : X=S 
11070 NEXT: IF EX=0 THENPRINT'I’H SORRY I 
CAN'T CARRY ANY NORE I ’: RETURN 
11080 BXiNX(R) 1=0: RETURN 
11090 LS=CHRS (32) : FOR X=1 TO LEN (IS) 
11100 IF niDS(ZS,X,l)=" ” THEN LS=RISHTS 
(ZS, (LEN(ZSl-X) ) :X=S00 

11110 NEXT X:R=0:LX=0 

11111 IF IEN(LS)<2 THEN RETURN 

11120 FOR X=1 TO 27: IF -LEFTS (NS ( X ) , LEN (L 
»! ! =LS THEN LX=1:R=X 
11130 NEXT X: RETURN 

11140 K=1 : BQSUB !1090:IF LXOl THEN PRIN 

T“ I CAN’T SEE ";LS:RETURM 

11150 EX=0:F0R X=1 TO 4:IF V4(X)=G»(JIX(R 

I) THEN VS(X)=“":EX=1 

11160 NEXT X: IF EXOl THEN PRINTTVE ND 

T GOT IT":RETURN 

;il70 BX (NZ(R) )=PX: IF R=6 AND PZ=24 THEN 
SOSUB 11830 
11171 IF R=2 THEN AH=0 

11180 IF PX=2 AND R=15 THEN PRINT'HOTHER 
THANKS RE AND TELLS NE TO GO BACKASAIN! 

11181 IF PI=2 AND R=!5 THEN AK=1:SX=SXH 



11190 IF PX=2 AND (R=16 DR R=17! THEN SX 
=S2+ 10: AK=2 : flF=3 : BX ( 1 4 > =0 



!NT”PLEASE GO BACK AGAIN! !', SAYS ROTHER 

11200 IF ?X=2 AND R=18 THEN flK=3:SX=B0:B 
1(151=0 

11201 IF PX=2 AND S=13 THEN PRINT-MOTHER 
SRILES AND SAYS 'YOU’D BETTER BE QUICK: 

1121.0 RETURN 

11220 K=l:PRINT*rai AR CARRYING: -'■'S' :F7.= 
0:F0R X=! TO 4 

11230 IF VJiXlO" THEN PRINTVS(X) :FX=1 
11240 NEXT X: IF FZ=0 THEN PRINT-NOTHING 
AT ALL!" 

11250 IF Al=l THEN PRINT'OirN DISGUISED 
AS AN OLD NDODCUTTER. ■ 

11260 IF AJ=1 THEN PRINT’aH’R DISGUISED 
AS AN OLD LADY” 

11270 PRINT:RETURN 





1151! IF ?X=5! THEN ?RINT"SHE RAY LET RE 
IN IF I CAN FIND HER SORE CHEESE. ":RETU 
RN 

11520 IF PX=49 THEN PRINT'WHY NOT GO IN? 
': RETURN 

11521 IF PI=7B THEN PRINT'IT MOULD RAKE 
A GOOD DISGUISE 1 ": RETURN 

11530 IF PX=36 THEN PRINT'BE BRAVE!': RET 
URN 

1153! IF PX=57 THEN PRINT'YOU NEED A KEY 

11290 PRINT'CaiRBWTX* 

11291 PRINT'SMfiilYOU HAVE JUST BEEN KI 
LLED'!!!!’ 

11292 PRINT'SBWEDO YOU WANT TO PLAY A 
GAIN <Y/N> 7" 

11300 SET At: IF AS=“Y* THEN RUN 

11301 IF ASO-N” THEN 11300 

11302 PRINT"CJBOODBYE . THANK YOU FOR PL 
AYING.’ : END 

11330 PRINT'CTWELL DDNE.SYOU HAVE -COR 
PLETELY SOLVED THIS ADVENTURE." 

11340 PRINT"**M«SYOU HAVE RECOVERED AL 
L THE TREASURE AND KILLED THE OGRE." 
11350 END 

11510 K=!:!F PX=65 THEN PRINTM’D BETTER 
HIDE SOMEWHERE ! ’ : RETURN 



! ■ : RETURN 

11532 IF PX=13 THEN PRINT-CAN YOU RERERB 
ER THE COMBINATION ?': RETURN 

11533 PR1NTX$128):RETURN 

11540 K=!:1F PX=9 THEN PRINT’NHAT .... N 
0 PAGE 3 ?": RETURN 

11541 UX=7:G0SUB 11570 

11550 IF EX=0 THEN PRINT"! HAVEN’T GOT A 
NYTHING TO READ": RETURN 
11560 PSINTXS (6) :RETURN 
11570 EX=0:FOR X=1 TO 4:IF VI(X1=S*(UXI 



11580 NEXT X:RETURN 

11590 K=l: IF PX=13 THEN SOSL'E !160C:RETL' 
RN 

11591 IF PX=57 THEN GOSUB 11620:RETURN 

11592 PRINTXS (341: RETURN 

11600 PRINT'CTa”: Xt!9! ; "ST 

11601 PRINrStSHHAT’S THE COMBINATION " 
i : INPUT Z« 

11602 IF ZS=PPS THEN PRINTXS ( 1 ): PRINT”TH 
E LOCK OPENS! ":SX=SX*5:SX( 13,41=14: AA=1: 
RETURN 

11603 PRINT-THE NRONG COMBINATION ! *:RETU 



11620 K=1:UX=16:S0SUB 11570:IF EX=0 THEN 
PRINTXS 1141: RETURN 

11621 PRINTXS!! I :SX.157,2)=59:QS 1571 =LEFT 
S (QS (57) , 19) : RETURN 

11630 K=1:IF PX<>65 THEN PRINTXSI32! :RET 
URN 

11631 INPUHiHERE SHALL I HIDE ";ZS:ZS=L 
EFTS(ZS,3) 

11632 IF LEFTt(Zt,21=“IN" THEN PRINT-JUS 
T TYPE THE NAME OF NHERE YOU NANT TO HID 



11633 IF LEFT$IZ»,2)="IN" THEN GOTO 1163 



11640 K=1:IF ZJ="QVE" OR ZI="CUP" OR lt= 
"COP* THEN GOSUB 11660:RETURN 

11641 PRINTXS(291:RETURN 



11650-RETURN 



*> 




11660 K= 1 : I F AE=0 AND Z*="0VE" THEN AE=1 
: PX=66i PRINTX* (11: RETURN 

11661 IF Z*='0VE“ THEN X*="THE OGRE CATC 
HES HE FROM BEHIND' *:SQSUB 11290 

11670 IF AK<1 THEN PRINTX$I33) :PRINT“I H 
UST TAKE NY TREASURE BACK FIRST! "rRETURN 

11680 K=1:IF 2*="CUP" AND AE=1 THEN AE=2 
: PRINTX* ( 1 ) : SX=SX+5: PX=64:AX=1: RETURN 

11681 IF Z*="CUP" THEN H='THE DSRE EATS 
HE UPi’iSOSUB 11290 

◄ 

11690 IF AK<2 THEN PRINTX* (33> :PRINT" I H 
UST TAKE HY TREASURE BACK FIRST! RETURN 

11700 K=!:IF AE=2 THEN PRINTX* (1) :PX=67: 
AE=3: SX=SX‘5: RETURN 

11701 X*="THE SERE NALKS IN, 5RABS HE AN 
D THRONS HE TO THE RATS.":EDSUB 11290 
11710 PRINTX* < 19) i RETURN 

11720 PRINT"! HEAR THE QSRE CONE IN AND 
SAY S0HETH1NB ABOUT A GOOSE." 

11721- G*(13)=’A E03SE THAT LAYS GOLDEN E 
6GS." 

11730 PR!NT"SM!®HAT SHOULD I DO NON " 
j s INPUT Z*s Z*=LEFT*tZ*,3) :K=1 

11740 IF !Z*="DUT" OR Z*=“6Q 0“!AND AFO! 
THEN X*="HE CATCHES HEl'iGOSUB 11290 

11741 IF Z*="WAI- THEN GOSUB 11760-.PRINT 
"HE FALLS ASLEEP !’: S!=SZ*5 : AF= 1 : RETURN 

11750 IF Z*="QUT" OR Z*=*SO 0" THEN PX=6 
5: RETURN 

11751 PRINTX* 129)1 RETURN 

11760 AF=!iPRINTX*!!):FOR M TO JOOiNEX 

T T: RETURN 

11770 K=1 : GOSUB !!090:IF R=2 AND P2=19 A 
ND AHOl THEN PRINTX* (33) iRETURN 

11780 IF R=2 AND PX=19 THEN PRINT'HE GIV 
ES HE S0HETH1NG IN EXCHANGE! ":SX=SX+5 

11781 IF R=2 AND PZ=!9„THEN GI!6)="S0HE 
RED BEANS* : AH=2: FOR A=1 TO 4 

11782 IF R=2 AND PX=19 AND VS(A)=S* (2) T 
HEN V*(A)="° 

11783 IF R=2 AND PX=19 THEN NEXT AiRETUR 

11800 IF R=10 AND PX=5l THEN UZ=9: GOSUB 
11570: IF EZOl THEN PRINT" I CAN'T'iRETL'R 

11801 IF R=10 AND PX=5I THEN PRINTX*!!): 
R= 1 0 : PX=52 : PR I NT “HELP YOURSELF, SHE SAYS 

11802 IF R=10 AND PX=31 THEN PRIHT'AS SH 
E SHOVES HE INTO THE CLOSET !": RETURN 
11820 PRINT'NOT HERE !*: RETURN 

11830 K=1:IF PX<>24 THEN PRINTX*!32!:RET 
URN 

11840 IF AH<2 THEN PRINT"! NEED SOME SEE 



BS ! " : RETURN 

11841 PRINT'A GIANT BEANSTALK SPURTS INT 

0 RAPID ERONTH. " : AH=3: SX=SX*5 

11842 FOR X=! TO 4: IF V*(X)=5*I6! THEN V 

11843 NEXT X 
11850 RETURN 

11860 X=1 : IF PX=51 THEN 6*(23!="A POOR D 
EAD OLD LADY! "iRETURN 
11870 IF PX=15 AND AX=0 THEN PRINTX*!!!: 
6* (21 )=* A DEAD HOUSE" iRETURN 



11980 IF PJ=15 THEN UX=19:G0SUB 11570:!F 
EX=0 THEN PRINT'NHAT NITH?":RETURN 

11881 IF P2=15 THEN PRINTX* ( 1 ) : AX=2: S* 12 
1!="A DEAD NITCH!":SX=SX+5:SX!15, 1!=11 

11882 IF PX=15 THEN RETURN 

11890 IF PX=65 THEN X*=*THE OGRE’S NIFE 
SHOUTS OUT AND HE HEARS !": GOSUB 11290 

11891 IF PX=19 THEN PR!NTX*(34!:RETURN 

11892 IF PX=23 THEN PRINT"! COULDN’T DO 
IT! "iRETURN 

11893 IF PX=2 THEN PRINT’SHE IS HY HOTHE 
R YOU KNON! "iRETURN 

11894 PRINT’DON’T BE ABSURD! "iRETURN 

11910 K=1:S0SUB 11090: IF (R=ll OR R=12) 
THEN UX=10:G0SUB 11570 

11911 IF (R=ll OR R=12) AND EXOl THEN P 
RINTX*!34) iRETURN 

11920 IF AJOl AND IR=11 OR R=12) THEN A 
I=!:PRINTX* (1! iRETURN 

11921 IF R=I1 OR R=12 THEN PRINT’I’H ALR 
EADY IN DISGUISE! "iRETURN 

11930 IF R=20 THEN UX=17iGQSUB 11570: IF 
EXOl THEN PRINTX* (34) iRETURN 

11940 IF R=20 AND AIOl THEN AJ=1 iPRINTX 
*(1) iRETURN 

11941 IF R=20 THEN PRINT" H ALREADY DIS 
SUISED! "iRETURN 

11950 PRINT'NOT JUST AT THE MOHENT ! " : RET 
URN 

11960 K=liIF AI=1 THEN AI=OiPRINTX*(l!:R 
ETURN 

11970 IF AJ=1 THEN PRINTX* 11 ) :‘AJ=0iRETUR 

11980 PRINTX*(34) iRETURN 

11990 K=1 : IF AK=0 THEN RETURN 

11991 IF AK=1 AND AIOl THEN X*="1’LL ND 
T HAVE YOU IN HERE AGAIN, SHE SAYS. " 

11992 IF AK=1 AND AIOl THEN EOSUB 11290 
12000 IF AK=1 THEN PRINT'THE OGRE’S NIFE 
HELCONES HE! "iRETURN 

12010 IF AK=2 AND AJOl THEN X*="! HE OG 
RE RUSHES IN AND CATCHES HE!"iGOSUB 1129 
0 

12020 PRINT'THE OGRE’S NIFE SAYS 'DO COH 
E IN’ "iRETURN 

12030 K=1:INPUT"WHAT DO I DD NON *;Z* 
1203! IF LEFT* (Z*, 3) <>"NAI " THEN X*="THE 
OGRE GRABS HE!":SOSUB 11290 



12040 GOSUB 11760: PRINT"! HEAR THE OGRE 
CORE IN AND SIT IN HIS CHAIR." 

12041 PRINT'A FEN SECONDS LATER, I HEAR 
SNORING !*:5*(14)="A LARGE BAG OF HONEY" 

12042 RETURN 

12060 INPUT'NHAT DD I DO NON ";Z* 

12061 IF LEFT*H*,3)(>"NAI" THEN X*="THE 
OGRE GRABS HEl'iGOSUB 11290 

12070 GOSUB U760:PRINT"THE OGRE COHES ! 
N NITH A HARP AND BEGINS TO PLAY." 

12071 AF=liPRINT'AFTER A FEN SECONDS HE 



12070 GOSUB 11760:PRINT"THE OGRE COHES I 
N NITH A HARP AND BEGINS TO PLAY." 

12071 ftF=l : PRINT "AFTER A FEN SECONDS HE 
FALLS ASLEEP. " 

12072 G*I15)="A RAGIC HARP "iRETURN 
12090 IF AS<2 THEN X*="THE OGRE CLIBBS D 
ONN THE BEANSTALK ": GOSUB 11290 

12100 AS=AS-1 iPRINT" I HAVE ONLY ";flS;“HB 
VES BEFORE THE GIANT CORES DONN" iRETURN 
12110 UJ=1:G0SUB 11570: K=1 : IF EX=C THEN 
PRINTX* !10) iRETURN 

12120 IF PXO-24 THEN PRINTX* (22! iRETURN 
12130 IF AH03 THEN PR!NTX*(33! iRETURN 
12140 IF SX<80 THEN PRINT"! CAN’T DD THA 
T JUST YET! "iRETURN 

12150 PRINT’THE BEANSTALK FALLS TO THE G 
ROUND AND THE OGRE DIES! " 

12151 GOSUB 11340 
12160 RETURN 

12170 K=li!F ?X<>!5 THEN PRINTX* 44) :PETU 
RN 

12180 IF AT=0 THEN PRINT’SCHETHING ROVED 
'":E*I21!="A BIG FA’ HOUSE" 

121B! IF ATOO THEN PRINTX* !4! iRETURN 
12190 AT=1 iRETURN 

12200 K= 1 : IF P7.=39 THEN PRINTX* 1 1 ) : SX 13? 
,2)=42iAD=llRETURN 



12210 K=1 : 5DSUB !1090iIF PZOSO THEN PR! 
N T X*(22!:RETURN 

12220 IF AV(1 THEN PRINTX*!!!iPRIN’"3SC 
HETHINS HAPPENED I " i SX 150, 2) =53 

12221 IF AV=1 THEN RETURN 

12222 AV=1:Q*(501=“B¥ A DRAWBRIDGE. IT I 
S DONN. "iRETURN 

12240 G*(2!!="AN EVIL WITCH NHO BLOCKS T 
HE KAY.":N*f24)="NlTCH" 

1224! SX ( 15, 1 )=0: RETURN 

READY. 
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-:£ a tph 



the Bug’. 



* i DIAGON i 

K'ellis IV and !ne Di-Plan urr 



■ arcade action in the classic i 
style. Fast and furious. i — 

4-Unexpanded VIC20 

I DOGSBODY 

A Rushing in where mad 

' dogs fear to tread , agent 

I Dogsbody sets out to 
+■ rescue puppies stolen by i 
I dastardly Dr. Dogmush. 25 
J ---, screens, 50 meanies. It's 
a*’’? fast, furious, addictive and 
n / full of surprises. Get 
jj / “digging Dogsbody. 

' / Amstrad CPC464' 



mother will love, -i 1 

Ci6/Plus4 I 

BOMBER BOB1 

Evil Kaptain Kleptor (baddie) 
has planted bombs all over 
the Pentagon in his plot to rule' 
the world. Can you guide mega 



are threatening the galaxy. 
Quick, before they destroy i 



our help to get them out. 
tonsters galore, 234 screens I 
id speech. Watch out the I 
ankins are about! 



transm+.+... i i j HraV, 



Q WARRIOR 

The vear 2139. You s 



champion against the invadmg 

SsSHli 

and save the world. Compellini 



mechanical meanies I 
and the world to savel — I — 

Spectrum 48K . 

i iinnin*; ! 







LEAVE THE REST BEHIND 



MAILORDER 

Enclose crossed cbeque'PO made payable t 
Firebird Software, for £14.95 cassetle or 
£17.95 disc, to Kay Newman 
FREEPOST FIREBIRD. Wellington House. 
Upper SI. Marlin s Lane, London WC2H 9DL 



FIREBIRD SOFTWARE WELLINGTON HOUSE 
UPPER ST MARTIN'S LANE LONDON WC2H 9DL 
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KRflKflTOfl T 

2 012 



These aliens have made 
their base within the ex- 
tinct volcano. The alien 
UFO’s guard the island and 
they have mysteriously 
awoken the volcano from 
Your mission Is to first 



mothership. Secondly you 
must collect charges which 
fell from the sky. When you 
have 10 charges you must 
drop them Into the volcano 
to your mother- 



drop tl 

ship. The game Is played 
over 3 Interconnecting 
Keys = cursor keys and 
0 to pick up/drop/bomb. 

Key In listing 1 first and 

the program to save the 
machine code. 



o o 

OO 



Program 1 



0 LET (1=10: LET B=ll: LET 012: LET 0 
1: LET E»l4t LET F=15 
!0 LET LINE'1000 

10 LET ADDRESS=50000+ (LINE-1000) «4. 4 
10 RESTORE LINE 

5 IF ADDRESS-50560 THEN 00 TO 2000 
iO READ St, SUN 
i0 LET T0T=0 

0 LET BYT=16*VAL Sllll+VAL SII2) 

10 LET T0T=TDT+BYTE 
iO POKE ADDRESS, BYTE 
10 LET St=Stl3 TO ) 

.0 LET ADDRESS=ADDRESS+ l 
!0 IF StO" THEN 60 TO 70 
10 POKE 23092,235 

10 IF SlIOTOT THEN PRINT ‘LINE " [LINE 
O.K.": LET LINE=LINE*1: 60 TO 40 
50 PRINT "ERROR IN LINE "|LINEj” A6H 



: BEEP 1 



: STOP 
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1000 DATS "FFFCF5EB74C945IE15381EC93BFCF 
D1E003CFE301EC93C983022C93C993023C9FFFCE 
DEB74C9551E* ,5337 

1001 DATA "15381EC93AFC1D1E003C1C301EC93 
C943022C93C973023C9EB74C9451E08381FC93AF 
Cl 21E003C1 1 " , 3451 

1002 DATA “30 1FC9EB74C95D 1E0B381 FC93BFCF 
F1E003C00301FC9EB74C9451E033CFD3020C9C73 
COOCBFF14C4" ,4375 

1003 DATA ■3730BD5A3CUD53B1FC9D5381EC9D 
53B22C9D53B23C9D5C73C00CBFF 1 4C437308D5A3 
Cl 4D5381FC9" , 44B5 

1004 DATA "D5381EC9D53C1ED53C1ED5C70414C 
B420CC7C7FE1FBE5B0FBF5BFF3EFE3405EBAEC7F 
EFEFEFEFEFE',5838 

1005 DATA " DB1 F2BA2DB7CFEFCFD24205DDB54F 
F04003C14D578D579D53C1ED53C1ED5120EEEDB2 
1DB21DB21DB” ,5090 

1004 DATA "21DB21 14D5DB1F28A2DB7CFEFCFDC 
6D9B402FEFF2B04FE 1 B200BDD7E02ED44DD7702D 
D7E01FE022B" ,5139 

1007 DATA •04FE0E2008DD7E03ED44DD7703DD7 
E00DD8402DD7700DD7EO1DD8403DD77O10E90DDC 
B047E280ADD" , 43B4 

1008 DATA "CB04BE3E04B1 4F 1 B04DDCB04FEDD7 
E04CBBFC43B328F5CDD560106023E 1 4D77AD7DD7 
E00D779D70C” , 4527 

1009 DATA ■79D70C1410EEDD23DD23DD23DD23D 
D23C349C4000E443E 1 4D3FE41 1 OFE3E07D3FE4 1 1 
0FE0D20EFC9" , 4714 

1010 DATA ■ 0401 21 00007ED3FE237CFE4020F71 
OF23E01D3FEC9210A0011030004C8E5D5C5C0850 
3C1D1E12310* ,4349 

1011 DATA "F4C90401C5210003110100E5CDB50 
3E1 1 1 1000A7ED5220F0C1 10E9C90401C5210F001 

17CA720FOC9* , 4735 

1013 DATA “001 120001910FD20EEC9210058110 
15001 00033400EDBOC92 1 50C304FF007E3C3C772 
310F9C90000” ,3148 

1014 DATA "0050C304FF007E3C3C772310F9C90 




2000 FOR N=0 TO 30: BEEP .05,N: NEXT N: 
PRINT "FINISHED AT LAST, NON SAVING THE N 
ACHINE CODE." 

2010 SAVE "CODE "CODE 50000,540 
2020 CIS : PRINT "NON VERIFYING REHIND T 
APE. IF IT DOES NOT HORN THEN TYPE 
RUN 2010’ 

2030 VERIFY ""CODE 

2040 PRINT “ALL O.K. NON TYPE IN LISTING 
2 " 

999B FOR N=50000 TO 50255: PRINT Nj " "jP 
EEK N: NEXT N 

9999 STOP : FOR N=50000 TO 50255: LET A= 
PEEK N: LET A=A-2: POKE N,A: NEXT N 



SPECTRUM 48K 
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1630 PRINT AT 11,1 



1640 PRINT AT 10,11;‘l.' 
1790 






1650 PRINT AT 9,10;" 

B 1790 

1660 PRINT AT 8,10j'OOUOt ,o 
B 1790 

1670 PRINT AT 7,9;" doooljo- 
UB 1790 

1680 PRINT AT 6,4|'ODOuOO'. 

UB 1790 

1690 PRINT AT 5,8;' .oOOOCu 
SUB 1790 

1691 PRINT AT 4,B|'OOOOOOi 
SUB 1790 

1692 PRINT AT 3,7;" . ■ , . . 

60 SUB 1790 

1693 PRINT AT 2,7;“ •• . .rjooc- 

60 SUB 1790 

1694 INK 1 

1695 60 SUB 7000 
1700 INK 1: RETURN 

1790 LET 1=USR 50400: RETURN 
~ 1800 IF BN 9 10 OR KB 9 10 THEN RETURN 
1805 LET 60=2: LET CE=INT (RND*20)+5: PR 
INT AT 2,CE; INK 6; "o': LET FL=1 

1999 RETURN 

2000 IF RH=1 AND *=30 THEN LET RB=2: PO 
KE 52000,1: LET FL=0: 60 TO 2500 

2010 IF RN=2 AND 1=30 THEN POKE 52000,1 
: POKE 50263,27: LET RH=3: 60 TO 2500 

2011 IF RH=2 AND 1=0 THEN POKE 52000,29 
: LET RN=1: 60 TO 2500 

2020 IF RN=3 AND X=0 THEN POKE 52000,29 
: POKE 50263,31: LET FL=0; LET RH=2: 60 
TO 2500 
2030 RETURN 
2500 REN 

2502 LET 1=USR 50172: POKE 50190,40: LET 
1 9 USR 501 BO 

2503 LET Tr=50202: LET se=50247 

2505 IF RN=1 THEN POKE Fr,16: POKE se,l 
6: 60 TO 2550 

2510 IF RN 9 2 THEN POKE fr,42: POKE se,4 
2: 60 TO 2600 

2520 IF RIM THEN POKE fr ,58: POKE se,5 
8: 60 TO 2650 

2550 POKE 50282,17: PRINT AT 21,0; PAPER 
4;L4; PAPER 7;AT 21,3; INK 4;" s-:“;AT 21, 
0;“ ' 

2555 LET Y=9-PE: FOR n=0 TO Y:. PRINT AT 
20,N+13; INK 0;'u , : NEXT n 

WT 




2565 RESTORE 2565: DATA 4,31,23: FOR N=0 
TO 2: READ C: PRINT AT 20, C; INK 2; , .j*; 

AT 19,0;" p*: NEXT N 

2570 PRINT AT 20,24; INK 4;" i ■ ima-mtsmt-. i';AT 

2599 INK 1: RETURN 

2600 POKE 50282,14: PRINT AT 21,0; PAPER 
4;L»: PAPER 7 

2605 PRINT AT 20,8; INK 0; " : 

II I*; AT ' 

liiliiiWiiMlBmilllll'lfll II ■ ; AT 1 7 , 1 1 ; • m JlMUliii 

6 , i2;- 1 

2610 RESTORE 2610: DATA 1,3,30,26: FOR N 

=0 TO 3: READ C: PRINT AT 20,0; INK 2j*ta 

"; AT 19,C;* P“: NEXT N 

2620 PRINT AT 20,28; INK l;*R 

2630 PRINT AT 20,5; INK 3;"c l>";AT 19,5;" 

2649 INK 1: RETURN 

2650 POKE 50282,15: INK 1: PAPER 7: PR1N 
T AT 21,0; PAPER 4;L»; PAPER 7;AT 21, 28; 

INK 4;"N";AT 21,29;' " 

2660 RESTORE 2660: DATA 1,5,3,13,27,15: 

FOR N=0 TO 5: READ C: PRINT AT 20,0; INK 
2;"o , ;AT 19,0;* NEXT N 
2670 PRINT AT 20,6; INK 4 ;" i-iMHW»m';AT 19 

2680 PINT AT 20,24; INK 3|"tx";AT 19,24; 

2685 PRINT AT 18,8; INK Si'CD'jAT 17,8;" 



2690 PRINT AT 2,28; INK Oj* i-l 
j’T’jAT 3,31; ■ T * ; AT 4,28;* 
2699 INK 1: RETURN 
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2900 RETURN 

>005 POKE 52002,0: BORDER 1: IF RN=3 
X=29 AND y>2 AND y<5 AND D0F=1 THEN 60 
TO 3079 

3006 IF BNF=1 THEN 00 TO 3100 
3010 IF RN=1 AND >=10 AND Y=19 AND DOF= 
AND PE< 10 THEN 00 TO 3020 
3015 RETURN 

:0 LET D0F=1: LET PE=PE+1: PRINT AT 20 
,I4* *9-PE;’ *i AT 1,12; INK 1;" LOADED 
3050 POKE 50383,20: FDR N=150 TO 50 STEP 
-10: POKE 50381, N: LET L=USR 50380: NEI 
T N 

3060 BORDER 1 

3065 LET SOSCHO: PRINT AT 0,3;SC 
3070 RETURN 

3079 IF FN=1 THEN GO TO 3800 

3080 PRINT AT 1,11; INK 1;" EMPTY ";i 
T 1,21+PE; INK 0;"u" 

3081 IF PE=10 AND BN=10 THEN LET BNF=1 
30B2 INK 1 

3083 POKE 50383,19: FOR N=50 TO 150 STEP 
10: POKE 50381, N: LET L=USR 50380: NEXT 

N 

3084 BORDER 1 

3085 LET D0F=0 

3086 LET SC=SC+10: PRINT AT 0,3;SC 

3099 RETURN 

3100 IF RN<>2 OR BNFOl OR >U3 OR »17 
THEN RETURN 

3120 FOR N=Y*2 TO 15: PRINT AT N,X; INK 
' " 1i*; AT N-1,X; INK 1;* * 

3121 BEEP . OOS.N: NEXT N 

3122 PRINT AT N-1,X; INK 1;' ■ 

3124 LET KB=KB+1 

3125 IF KB=10 THEN 60 TO 3500 

3130 LET BH=BH-1: PRINT AT 1,BN; INK 6; • 

3140 INK 1 

3150 LET 1=USR 50468 

3160 LET SC=SC+20: PRINT AT 0,3;SC 

3190 RETURN 

3500 PRINT AT 10,7; 'ALL CHARGES DROPED ■ 

3501 PRINT AT 11,6; "RETURN TO MOTHER SHI 
P* 

3502 PRINT AT 1,0;" * 

3505 LET SC=SC+100: PRINT AT 0,3;SC 

3506 PRINT AT 5, 7, ■MOO BONUS POINTS" 

3510 PAUSE 300: FOR n=0 TO 10: LET 1=1 
50442: NEXT n 

3520 PAUSE 0 
3530 LET L=USR 50172 
3540 60 SUB 2500 

3560 LET BHF=0: LET D0F=1: LET FN=1: RET 



3800 FOR N=0 TO 50: LET L=U! 



50497: NEX 



3810 PAUSE 30: LET RH=2: 60 SUB 2500 
3830 FOR n=0 TO 255: POKE 50540, n: LET 
=USR 50530; NEXT n 

3840 CLS : FOR H=0 TO 20: FOR N=0 TO 7: 



PRINT AT 3,8; INK N; "CONGRATULATIONS": L 


4500 CLS : FOR H=0 TO 2: FOR N=0 TO 7: P 


ET L=USR 50497: NEXT N 


R1NT AT 0,10; INK N; "INSTRUCTIONS" 




4505 LET L=USR 50442 


3850 PRINT AT 6,3; INK 2;"Y0U HAVE SAVED 


4510 NEXT N; NEXT H 


THE ISLAND" 


4520 PRINT AT 2,0; INK 6; "You are the pi 


3860 PRINT AT 10,7; INK 1;"Y0U SCORED "; 


lot of a Royal Navy HELlJET.Your liss 


SC 


ion is to first rescue all 10 islanders 


3870 PRINT AT 18,3; INK 4; "PRESS IS) TO 


take thee to your eothership. Hhi le doing 




this you aust pick up 10 charges. Finall 


3880 IF INKEY*="0* OR INKEYt="S" THEN 6 


y you eust drop these into the volcano. 


3890 60 TO 3880 


4530 PRINT AT 11,0; INK 5;" ■ YOUR HELI 


4000 PAPER 0: CLS : POKE 50190,7: LET L= 


JET." 


USR 50180: INK 7: BORDER 0 


4540 PRINT AT 13,0; INK 6)" ..... CHARGE." 



SPECTRUM m 






4010 FOR N=0 TO 2: LET L=USR 50468: NEXT 

4015 FOR N=0 TO 3: FDR N«0 TO 7 
4020 PRINT AT 1,9; INK N;"KRAKATOA 2012" 
4025 LET L=USR 50442: NEXT N: NEXT N 
4030 PRINT AT 4,0; ”DATELINE:5th April 20 
12": LET 1-USR 50497 

4040 PAUSE 30: PRINT AT 6,0; INK 5;"L0CA 
TION:Krakatoa,Sunda Straight ,of 
f Java,N. Indonesia* : LET 1=USR 50497 
4050 PAUSE 30; PRINT AT 9,0; INK 6; "REPO 
RT:Alien Fleet invasion. Alien 

base nside volcano Volcano active 

• Earth in danger.*: LET 

1=USR 50497 

4060 PAUSE 30: PRINT AT 14,0; INK 4; "HIS 
SION: Rescue Islanders. Col 

led Charges. Drop Charge 

s in Volcano. BIom up Alien Base. 
": LET 1=USR 50497 

4070 PAUSE 20: LET L=USR 50497: PRINT AT 
21,7; INK 2;' PRESS IS) TO PLAY" 

4080 PRINT AT 20,3; INK 3; "PRESS II) FOR 
INSTRUCTIONS' 

4090 IF INKEY*="S" THEN RETURN 

4091 IF INKEY*="I" THEN GO TO 4500 

4092 60 TO 4090 



r 

m 
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SPECTRUM 4SK 




KB ^oo 



"4550 PRINT AT 15,0; INK 7}' 



ISLANDER. 



4560 PRINT AT 15,0; INK 2;'RB ROANER UF 
0. “ ; AT 16, Or CD* 

4570 PRINT AT 18,0; INK 4j‘RB 6UARD UFO 
■;AT 19,0; ’CD" 

45ZI — PRINT 10;* PRESS A KEY" 

4572 PAUSE 0 
4580 CLS 

4590 PRINT AT 1,0; INK 3;'RB PARKED UFO 
.";AT 2,0; ’CD' 

4600 PRINT AT 4,0; INK 7i’H*»N-;AT 5,0; 

i YOUR MOTHERSHIP. * ; AT 6,01'NNMM' 
4605 PRINT AT 8,0; INK 4; 'AVOID ALL OTHE 
R OBJECTS OR THEY HILL NEAKEN YOUR SHEIL 
0. IT CAN ONLY WITHSTAND 16 HITS" 

4610 PRINT AT 12,8; INK 3; 'USE ARRON KEY 



5030 RETURN 

6000 PRINT AT 0,0; 'SC: ';SC;' '; INK 

3; "KRAKATOA 2012' ; INK 2;' SHE1L0 t j" 
6005 PLOT 71,175: DRAN 0,-7 
6010 PRINT AT 1,0; INK 6;' '; 

;' EMPTY '; INK 0;' 

6090 RETURN 

6500 IF PEEK 59999=0 THEN 60 TO ((PEEK 
236SB) *10001+ (RM-4) 

6501 RETURN 

7000 IF ATTR (Y, 11=62 OR ATTR (Y, 1+11=62 
THEN LET 1=USR 50442: LET FL=0: 60 TO 



IF INKEY$='S' OR !NKEYJ='0" THEN R I 



UN 5 



5000 



S ' 



4620 PRINT AT 14,0; ' AND (0) TO PICK UP/ 
DROP, ENTER' 

4640 PAUSE 0: CLS 

4650 PRINT AT 2,0;'To pick up a islander 
you eust go to the landing pad ( Miilifif 
and press (0) .To drop oil the islan 
r you Bust go to your aothership an 
d press 10)' 

4725 PRINT AT 14,0; INK 6; "SOFTNARE BY J 
OHN PITCHER EXTRA SPECIAL THANKS TO JO 
IN PARSONS." 

4730 PRINT AT 21,8; INK 5; 'PRESS A KEY T 
0 PLAY" 

4740 PAUSE 0: 60 TO 10 

5000 LET BH=BH+1: IF BM=11 THEN 60 TO 7 



7010 IF ATTR (Y,X!<>57 OR ATTR (Y, 1+110 
57 THEN 60 TO 8000 
7020 60 SUB 2500 
7090 RETURN 

7999 RANDOMIZE USR 50544: POKE 50252+RN, 
221: POKE 59999,255: RETURN 
BOOO LET L=USR 50421 

8010 LET LI=L1+1: IF LI=FO THEN 60 TO B 



8570 60 TO 8560 
8650 BORDER 0 

0B88 FOR N=50000 TO 50511: LET A=PEEK N: I 
LET A=A-2: POKE N,A: NEXT N 
8900 RESTORE 8900: FOR n=42000 TO 42067 
8910 READ a: POKE n,a: NEXT n 
8920 DATA 3,5,1,1,2,16,8,1,1,2,28,17,1,0 
,4,1,17,1,0,4,255,0,0,0,0,0 
8930 DATA 3,7,1,1,2,25,7,1,1,2,28,10,1,1 
,2,255 

8940 DATA 10,7,1,1,2,20,3,1,1,2,26,4,0, 

4,26,15,0,1,4,255,0,0,0,0,0 
8950 RETURN 

9300 RESTORE 9300: FOR n=USR "a" TO USR 



500 



090 



5010 PRINT AT l.BN-1; INK 6;" o' 

5020 IF PE=10 AND 8H=10 THEN LET BHF=1 
5025 LET SC=SC+15: PRINT AT 0,3;5C 



92 



8020 PLOT INK 2; INVERSE 1;239+LI,175 

8030 DRAN INK 2; INVERSE l;0,-7 

8035 IF x>=20 AND r«=3 THEN POKE 52001, 

3: POKE 52000,29 

8040 INK 1: 60 TO 2500 

8090 RETURN 

8500 BORDER 1: POKE 50190,15: LET 1=USR 
50180: PRINT AT 21,0; PAPER 0; INK 6;' 

6AME OVER 
B505 PAPER 0 

B510 FOR N=0 TO 20: LET 1=USR 3280: PRIN 
T AT 21,0; INK 0; PAPER Ojl»: LET 1»USR 
50442: NEXT n 

8530 PRINT AT 5,11; INK 3; "NELL DONE' 

ET L=USR 50468: PAUSE 20 
8540 PRINT AT 9,8; INK 4; 'YOU SCORED 
C: LET L=USR 50400: PAUSE 20 
8550 PRINT AT 20,7; INK 5; 'PRESS (S) TO 
PLAY': POKE 50381,255: LET L=USR 50380 
8555 PAPER 0: BORDER 0: POKE 50190,7: LE 
T L=USR 50180 



9310 READ a: POKE n,a: NEXT n 
9320 DATA 0,0,4,7,30,127,127,166,0,0,32, 

224.120.254.254.101.166.255.127.31.7.0. 0 
,0,101,255,254,248,224,0,0,0,0,0,4,7,31, 
127, 127, 1B5, 0,0, 32, 224, 248, 254, 254, 157,1 

85.255.127.30.7.0. 0.0.157.255.254.120.21 



, 0 , 0,0 



9340 DATA 24,127,231,90,194,127,63,24,1! 
2,248,52,210,31,255,252,96,3,31,44,75,2! 
B, 255, 63, 6, 24, 252, 231, 90,67, 254, 252, 24,1 
,3,7,15,31,63,127,255,128,192,224,240,21 
B, 252, 254, 255 

9350 DATA 0,60,126,126,126,126,60,0,82,1 
7,146,85,170,93,170,93,42,28,8,8,8,8,8, 

9360 DATA 127,202,218,202,218,216,127,2! 
,254,151,183,151,183,147,254,56,255,153, 
153,255,153,153,255,255 
9370 DATA 24,60,24,60,90,24,36,102 
9500 LET FN=0: LET Y=PEEK 52000: LET 
EEK 52001: LET RH=3: LET PE=0: LET COO 



9510 



LET LJ=* 

': LET F0=17: LET FL=0: LET BHF=« j 
.ET BM=0: LET LUO: LET SC=0: LET I __ 
LET KB=0 I ^ 
RETURN J 
STOP ' 1 



9520 LET BM=C 
0F=0: 

9950 RETURN 
9989 STOP 
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DON’T MISS OUT! I 

Now that you have read this issue 
Computer Gamer and you know how 
interesting and invaluable it is, wouldn’t it be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don’t have to! 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to you! 



Subscription Order Form 
Cut out and send to: 
Computer Gamer 
Infonet Ltd., 

Times House, 

179 The Marlowes, ™ 
Hemel Hempstead, 

Herts. HP1 IBB. 




£16.60 for 12 issues UK 

£21.50 for 12 issues overseas surface post □ 

£28.00 for 12 issues USA surface post □ 

. £57.00 for 12 issues airmail □ 

” I am enclosing my (delete as neoessry) 
cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 

OR 

Debit my AcoessD BarclaycardD 

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 E 



NAME (Mr/Mrs/Miss).. 
ADDRESS 






SIGNATURE . . 
DATE 
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Ocean House • 6 Central Street • Manchester • M2 5NS 

Ocean Software Is available f rom selected branches of: Telephoned I 8326633 Telex 669977 

WHSMITH r ^gKTMH?l WOCHWORTH . LASKYS, Rumbelows .Greens. Spectrum Shops and all good software dear . 
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By B P Newman 

This month’s article is for 
the Spectrum, as promised. 
I hope C16 owners manag- 
ed to enjoy last month’s ar- 
ticle and, with any luck, 
winning against the com- 
puter or an opponent. This 
month's game is called 
ZAPPER, named after the 
ship you pilot. The theme ii 



A good idea to combine the you're too lo 
skill of avoidance and the you have i 
pleasure of killing the bad revenge. 



Instructions 



expeditionary force screen. It will 






ip-’en 



i left-right-shoot 



top of the 

1 ander of a 

starfighter, escaping from 
hoards of mindless zombie- 

unhappy and have the sole 
purpose of destroying all 
olvilised forms of life — i.e. 
The sadists amongst 
et at not bi 



may be upset 
able to annihilate .... 
dies, but you will be able ■ 









whloh Earth h 

The first expedition out of 
the solar system. While 
there you disoover a new 
civilisation but, while mak- 
ing contact, you are attaok- 
n " -sst of the f *- 

support s„_ _ 

are working and that's 
about it. With only 7-warp, 
on the way back they am- 
bush you and try to finish 
you off. You must avoid 
them or be destroyedl You 
can't avoid them, because 



the aliens. You ir 



the keyboard: 
.2 = Left 
X = Right 



Graphics 



has a very useful line 
Line 600 CALL = HSR ; 

This scrolls the screei 
PRINT would See 1 . „ 
this can be slow, so CAI 
3280 is used, scrolling 
machine code to speed up 
the action. Scrolling the 
screen is quite hard, to 
needs to be handled with 
care. Make sure you have 
the program before you run 
it as, if it crashes, you can 
reload and check it 
thoroughly. 

On the subjeot of scroll- 
‘ s of other com- 



Sow r b 



For simplicity, User 
Definable Graphics are us- 
ed, seven in all. Your ship 



tunateiy, to do it with any 
speed requires machine 
code. The Print is fairly 
speedy and OK in some 
games, but machine code is 
even faster. 



t,s the variables for your lives, 

™ -nd your position, 

i line of the 



three at the st 



Sets the screen and border colours. 
The screen is set to green and the 
border to magenta 
REM statement. This doesn't have to 
be typed in, it’s Just a way to know 
what's happening when typing in. It 
be used before a seotion, like titl- 



ing the program, or Just to let people 
know who the program is by, etc 
Another REM statement. REM cc 



d everything after 



u have written . 



Another REM statement. 

Clears the screen. 

Sets up the variables for the game, 
such as alien positions. 

Sets up a loop to read the data. Read! 
the first piece. 

A loop to make sure it pokes it in the 
right location. 

Pokes the data already read into a 
location in the ROM, so the first 
line of a User Definable Graphic is se 

Up: 

Goes back to 70 to continue that loop 
Goes back to 60 to continue reading 
the data. 

Another REM statement: this time 
saying its the Data for the User 
definable Graphics. 

The data for the User Definable 
Graphics. There is one graphic on 
each line, i.e. eight pieces of data. 
Asks you if you want instructions. 



Checks if any keys are pressed. If one 
is pressed, then it goes to line 230. If 
not it goes back to line 220 and con- 
tinues doing this until one is pressed. 
This checks to see what key was 
pressed and, if the user wants in- 
structions. If Y is pressed, it goes to 
line 1000. If N is pressed then It con- 
tinues, i.e. goes to the next line. 240. 
Is another REM, telling about the 
start of the actual game. 

Clears the screen again. 

Prints the top half of your ship Zap- 
per, graphic A, on the top line of the 
screen as defined by the variable 
originally defined in line 10. 

Prints the second part of Zapper, 
Graphic on the screen, a line below 
Sets the objects to be dodged on the 
screen. This is done by using PRINT 
AT,Z: where W and Z are worked 
out using RND, so the aliens appear 
in different positions each time. This 
is good as you can't work out a 
routine. It adds to the enjoyment of 

Another REM for keyboard opera- 



left. If you have pressed “X" it adds 

i»5 
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printed one square to the ri 
time. If you press the space 
This is the line I pointed ou 
which will scroll the screen 

tcm mrn'of P the screen !*The 
on the bottom line of the sc 
that you have a chanoe if oj 
straight in front of you. 

Reprint your ship on the tou u..=, 
at the new location, worked out in 
lines 480-490. Line 590 prints the top 
half of Zapper, Graphic A, and line 
600 prints the bottom half, Graphic 

Ch k to see whether you have 



i appears 



Zapper, Graphic B. If so, one of your 
three lives is removed. 

Checks to see whether you have any 
lives left. If not, it goes to Line 200. 
If you have, it continues by going to 



play the 



Shocks to see If you h 



failed and asks yc 



MSB 





Well, that's this month's 
program. I hope you win. 
Next month I’ll have a pro- 
gram for one the remaining 
computers, C64, BBC, Elec- 
tron or Atari. Until then — 
good-bye. 




380 LET N=INT (RND*201 

390 LET Z=INT (RND*20>*2 

400 PRINT AT N.Zi'Hffi' 

410 NEXT T 

420 FOR T=l TO 3 

430 LET N=INT !RND*20) 

440 LET Z=INT IRND*20)*2 
450 PRINT AT 
| 460 NEXT T 


* 




r: 


1 LET SC-0: LET LI»3s LET X-Os 
15 


480 IF 1NKEYI=V THEN LET 
490 IF INKEYi=V THEN LET 

ET Y= 200 DATA T,D,D,D, D,D, BIN 01111110, BIN 500 LET CALL=USR 32B0 

00111100, D 510 LET H=INT (RND*20)*1 



2 BORDER 3: PAPER 4 
10 REM ** zapper ** 

20 REM **8Y C. Rioter** 

30 REM **and R.P. Neman 
40 CLS 

50 LET B=BIN lUlllllt LET C=BIN 01000 
010: LET D-BIN 0001 1000s LET E=BIN 01010 
101s LET F*BIN 10101010s LET G=B1N 10000 
001 

60 FOR N=1 TO 9s READ PI 
70 FOR F=0 TO 7 
BO READ As POKE USR Pt+F.A 
90 NEXT F 
100 NEXT N 
110 REN DATA 

120 DATA V,B,C,BIN 00100100,0,0, BIN 0 
0100100, C,B 

130 DATA *B*,B,C,C,C,C,C,C,B 
140 DATA *C a ,B,C,C,B,B,C,C,B 
150 DATA ■D‘,E,F,E,F,E,F,E,F 
160 DATA 'E',B,6,6,B1N 10011001, BIN 100 
11001, 6, S,B 

170 DATA *F > ,B,E,B,E,B,E,B,E 
180 DATA ■6*,0,BIN 0H00110.BIN 0111111 
0.B1N 00111100, BIN 00111100, BIN 01111110 
,B1N 01111110, BIN 00111100 
190 DATA ‘H'jBIN 00111100.BIN 00011000, 
BIN 00011000, BIN 00111100, BIN 01111110, B 
IN 01111110, BIN 00111100, BIN 00011000 



210 PRINT ’Do you require instruction*! 
V/N) * 

220 IF INKEYI=" THEN B0 TO 220 
230 IF INKEYI'Y THEN 60 SUB 1000 
240 REN MAIN PROGRAM 
250 CLS 

260 PRINT AT X.Yj'X' 

270 PRINT AT X*1,Y| , *‘ 

275 FOR 7=1 TO 10 
260 LET H=INT (RND*20) 

290 LET Z'INT (RND»20)»2 
300 PRINT AT II.Ii’S? 

310 NEXT T 
320 FOR T=1 TO 6 
330 LET R=INT IRND*20) 

340 LET Z'INT (RND*20)*2 
350 PRINT AT N^TUT 
360 NEXT T 
370 FOR T*1 TO 3 






520 LET 0=1 NT (RND*7)*1 

530 IF B<4 THEN PRINT AT 20,0;’ E 1 

550 IF 0=4 OR 0=5 THEN PRINT AT 20, H|' 

mr 

570 IF 0=6 THEN PRINT AT 20,N| I ’SHB 

580 IF 0=7 THEN PRINT AT 20 t H| a iiiP 
590 PRINT AT I,Yj , »' 

595 IF SCREEN! (X+1,YK>* • THEN LET 
LI=LI-1 

600 PRINT AT X+l.Yi" *• 

620 IF LI=0 THEN 60 TO 2000 
630 60 TO 470 
1000 CLS 

1010 PRINT ■»*** ZAPPER ***»■ 

1020 PRINT 

1030 PRINT 'HOVE YOUR ZAPPER' AND DDDGE 
THEOBSTACLES.KEYSi* 

1040 PRINT 

1050 PRINT ■Z-RI6HT* 

1060 PRINT 'X-LEFT' 

1070 IF 1NKEYI='' THEN 60 TO 1070 
1080 RETURN 
2000 CLS 

2010 PRINT 'YOU HAVE LOST* 

2020 PRINT 

2030 PRINT 'ANOTHER 60IY/N)' 

2040 IF INKEYI*" THEN 60 TO 2040 
2050 IF INKEYI-V THEN RUN 
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CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 40p private per word. Semi 
display £9 per single column centimetre. Series' 
rates on application. Please note that all classltied 
advertisements under £20 must be prepaid. All 
cheques or postal orders to be made payable to 



Telephone Stuart Taylor 01-437-0699 

Q $ 



WARNING NOTICE 

Advertisements placed in this magazine are to be in strict compli 



(copies of which conditions 
warrants that his advertisement(s) does 
party in the advertised product. 



with our standard conditions 
request) and on the clear understanding that the advertiser 
nfringe any copyright or condition of sale of any interested 



Further , the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any 
other claims brought against them as a result of legal action arising from the publication of the 




HIRE PRICES from only 75p INC. PSP. 
20% DISCOUNT oil all purchase software 

FREE CATALOGUES. 

FREE HINTS AND TIPS. 

FAST RETURN OF POST SERVICE (II 



ist professional Hire Library 



BBC/ELECTRON Soil 
Library. Membership £5.00. 1 
£1 (+ 30p PSP) Stamp lor di 
E. Tucker. 58 Blenheim 




|E3_ 




25% off latest software RRP 
all computers. 

Phone 01 -555 9303 or write 

to: DARREN, 294 Romford 
Rd., London E7. Old games 
up to 'k price. 







HAD AN ATARI 
FOR CHRISTMAS? 



STOCKSOFT 
15 WOODBROOKE RD. 
BIRMINGHAM B30 1UE. 



BLOCKBREAKER - C64 W 

Game includes; Challenge Gan 
Gold Runs. Money Prizes. EE 



TO FILL 
THIS 
SPACE 
RING 
STUART 
TAYLOR 
01-437 0699 



COMPUTER GAMER - 


CLASSIFIED ADVERTISEMENT - ORDER FORM 
















Advertise nationally in these 
columns for only 40p per word (min 
charge 1 5 words). Simply print your 
message in the coupon and send 
with your cheque or postal order 
made payable to Argus Specialist 
Publications Ltd to: 

CLASSIFIED DEPARTMENT 
COMPUTER GAMER 
No 1 Golden Square, London W1 
Tel: 01-437 0699 

Name 

Address 
















































































le no loavi 

ADVERTISERS PLEASE ADD 15% VAT 

Please place my advert in COMPUTER GAMER for issues. 

Please indicate no. of insertions required. 



Computer I 



■January 1980 










Imagine Software is available from: JP;,WH SMITH / '■il.lll.I.ll'MU woolwootu LASKYSRumbelows.GreensI 
Spectrum Shops and all good dealers. 

Imaaine Software 1 1 9841 Limited «ft Central Street* Manchester M? 8NS« Tel : Oftl 884 8989.TpIpx- ftft9977' 




